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The Starwing Challenge will be taking place on May 29th, at a stor 


with the new Super FX accelerator chip. To find out where you can fi 


near you. It'll be your first chance to take on the only game 


your frst mission call up page 377 on ITV \=llitatatantitit Will you ever reach the end? 


Xenomorph-bating 
related action with the’ 
gorgeous pouting 
Ripley on page 30 


Yes! You too ~. 
conhavealovely * 
pink suit like mine. 


= 
ss = 
Ploy Twin Bee. See cute little creatures, Blost them all to hell... 
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BELATED DESIGN ASSISTANT Witness the sadness inherent in this picture. What 


‘AD MANAGER kind of a child could be reared by a parent so 


\ARTHA } GHNEY obviously cranially challenged? A child gangster 
SALES EXEC perhaps? Or at the very least a socially inept 

ARIE LAWLOR retard. Well, in fact, that second one wasn’t far 
PRODUCT MANAGER wrong, because this is actually a photo of our 


PRODUCTION ASSISTANT 
ICOLA Bi 

PUBLISHER 

' ane 


very own Dave Kelsall’s pater. Of course, th 
inherent laughter value of this sort of thing is 


‘SPECIAL THANKS TO: Billy Whizz and 
Bob Hope. 
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Nintendo Co. Lid, Is the owner of the copy- 
right and trademark rights in certain of the 
characters, artwork, logos ad representa- 
tions used in this publication. These are 
under licence to EMAP Images Limited. PS 
Ring Tim with your answer to this month's 
‘Magic Word compo - which is DAINTY. 


(1993 Nintendo lights reserved. 
‘NINTENDO, NINTENDO ENTERTAINMENT SYSTEN, NES, GAME 
‘OY, SUPER NES ond NINTENDO SUPER SCOPE oe trademarks 
of Nintendo Co Ud. 


NINTENDO MAGAZINE SYSTEM is the copyright of EMAP imoges 
‘Any éoplicticn,tromsision or we of nyo the tx cc pidures 

toelined with thee pges without rit permision of the pub 

ler wil resin legal con - end don't hk je bees you 
ru second rote nat Fetie we're no eeping a eon you, 

right id? 


COMPETITION RULES 
LEUAP image employees andthe immediate fam ren 
clloved to eter any competitions. Tere will be no cash alterna 
te othe pie on oer. Otberwis, ll of you can enter cr Fine 
gos excep for Dwayne Minton of West Wormwood, “os be 
wear siz 12 moon bots 


FNAL BIT 
Ha! Focled yo! Ths it the Final Bit ot al-'e stil got loads 
todo ond isl the full that Me Tn ands js ot oe 
Bh! Anyway, go fo go ond eon the chimneys! Bye Bye! 
RADIA PS Hello Jamie Bure i Ballot and Soroh in Bristol 
nd Nigel Lee in Kater 


ter they coud wit 


10 0’ CLOCK 


Computers have all pocked up. It might look there. 


better ond the rest ofthe team ore a 
Oh dear, the team’s expensive Macintosh skivers ond one doy they will show everyone so 


plain to see, so we'd like YOU, our readers, 
fo send us pictures of your sad parents to 
laugh at. It doesn’t matter why they're sad, 
just as long as they look really stupid in the 
photos. There'll be a prize for the saddest pa 
po we print, which is probably guaranteed to 
get you grounded. Send your éntries to 
PLEASE PUT ME UP FOR ADOPTION, NIN- 
TENDO MAGAZINE SYSTEM, Priory Court 30- 
32 Farringdon Lane, London, ECIR 3AU 


‘ter all he slog ofthe day, the design 
x, with their delicate otic tempera 


SULTAN “SKIDS ROW” 
RIGNALL 
“1 went fora nice long 
Arve in Chicago once,” 
recalls Our Glorious 
Leoder, “On my return | 
cold se the city centre 
from miles way, so! 
just headed straight for 
Unfortunately my tute took me through theses) 
‘het in the word, with gun toting crack peddlers ond, 
ladies of the ght on every commer {honesty thought | 
was going fo die.” Jaz hasnow hod thé rest of the upholstery in 
his cor dyed brown to match, 
CURRENT FAVE GAMES: NIGEL MANSELL FT CHALLENGE, 
STREETFIGHTER 2 


TIM “STRANGER DANGER” BOONE 

“Like Steve, my cousins were to blame for my worst disorientating experi 
‘ence. They took me and my brother to this 
field on the other side of town to play - and 
‘an off, We spent hours wondering round the 
{own trying to find the right house, until a ss 
‘nice mon in.o dishevelled roincoot offered a 

lift home, after a detour to see his puppies. 

Sodly, my ountie turned up ot this point, and 

Inever did get to se them.” closes our illus- 


Irious editor wistfully 


CURRENT FAVE GAMES: ZECOA (GB), MARIO 5 


STEVEHI-DEsHAIEEEE” MERRETT 
“When twos o nippar, my lomilyidok-me to Butlins for the day with my 
nde ond mp cousins, Hometime came ond t 
didn't want #0.g0, so my cousins soid I could 
‘go bock vith them later. When we finally left 
thay decided fo toke the “scenic route", when 
Asked ther why they said “We're going to 
{ke you to thot big old house and burn ya 
fodéath and leave you for hei, 
‘eodless to sy | gotdeod seared and logged 
it. When mda found cousins he gave 
thai the thrashing of thei ives! Tee Hol Mind you, opparently my cousin 
Tey’ of chokey now and he's looking forma” odds Stove from his 
csbesos seculy bunker. 

CURRENT FAVE GAMES:EXCUSEMAKER PLUS, SUPER GIRLY PICNIC 


GARY “ICKLE FWUFFY SMOOCHUMS” 
HARROD 

Gory’ unerrng sense of direction Fos never 

failed him in his lie, except that now he's 

lost in love with his gorgeous poutingy 

Angela (right, ho’sJannstyou Qn 


iments, stort los 
centration o bit, Dave keeps 
honing up everyone on 
the flor, saying stupid 
things and then hanging 
‘ep, giggling, wh 
Tooks through mago 
zines for bizare pic- 
tures of old people ond 
fish tick up in the 
tole, For some 


—_ 


Tom's divity never 
ceases to get Froser 
al exited, For his 

‘own amusement, 
Fraser just repeatedly approaches, 

‘he writers, osking them to cut a couple of lines 

of text here and there before severing three: 

‘quorters of every fox box without telling ony 

ne. And then reprinting two of tem abou! 

four times. 

6 O'CLOCK 

Their hour of well-deserved playtime over, the 

designers buckle down for some more serious 

work until God only knows what hour of the 
night. Ofcourse, is the all hove to go home 
to change and get something fo eat, fo return 
nly when all he rst ofthe shamefl slackers 
fave gone home. Although its alway funny 
how they stay so late andthe office is locked up 
at seven, 


Obviously, the lfe of on arts is never easy 
With so many compromises to their artistic 


infegaty being 
ee 


3d to hong out with some junior hippies when | was younger,” says 
"Andy reveolingly “And one day their dod took us ot into the countryside 
im is Hlower-daubed von. When we orrived 
‘tour destination - fel. the middle of 
nowhere -he us oid*OK ids, ik, you can 
find your aim wo, back, igh? Yeoh ike, 
sHOW-" ond drove off, One day mioybe I'l find 
‘yn botk to nhot old house you know.” 
riff Andy. 
URRENT FAVE GAMES: MANSELL’ 
"TINY TOONS , KIRBY, KID DRACULAy 
IREM SKINS GAME 


mode (ie having 10 
put oll he text in 
the reviews ond 
‘not just ill it up 
with pidures), 
the rather cool 
} temperament of 
cur design 
Joom is perfed. 
ly understand 
able -s0 pip 


tipo RADION “SLOPPY 
KA BOG” AUTOMATIC { 
Ceyon ‘We were horing a bit of port in a mare's } 
war! field once, ond decided i be 0 jae 1 have 

‘look around a nearby wood Sol, we s 


NINTENDO PEOPLE SYSTEM 


wore oll bit disorientated by the, er, darknessind that, ond one of our 
number wandered into bog. I took us while fo xeoise thot he wasn 
foc sinking ond we'd otter pull him ou. Mind you Becouse it wos, ahem, 
so dork, he'd sunk up to his waist before we rescued him. Then, once we 
thought we'd found our way out we also managed fo find o nice six foot 
drop onto some nets! Skrikest™ 

CURRENT FAVE GAMES:KIRBY, TINY TOONS, ALIEN 3, KIRBY 
AGAIN 


‘ANGUS “I'LL GET YOU BUTLER” SWAN 
"1d just ried on NMS on so didn't know 
{ny way orpund London,” commences our 
Galedonion correspondent. “Anywoy, there 
was a big security olert and! couldn't opt he 
tube home, so | hod to toke thei Sodly, I 
be learri ci — el 
ended up about four mild 

Loci caught the ight OSes 
but going inthe wrong direction! Agheendl@f bale | reclised my mis 
tke, but it took me years to Walkibakk, Ba gOFbn a Greyhound and gone 
ll the woy up to Liverpool! Skrelpst™ 

CURRENT FAVE GAMES: NIGEL MANSELL, STARWINGS 


PAUL “DEEP” DAVIES: 
Whe asked obout the mos ds 
been, Paul's eyes lot mysteriouslyond hie 

teplied “When | wos otschool wes cll 

Typed up for my artisticgméovours, bu then 

| oiled to get into ort college thought my 

prospective career was over. Sil, I took a job ial 
50 creosssant, ond realised there's more oli than money fame and 
money. That's when |eoised how los I'd previously been,” Paul would 
like o gitfrignd 

CURRENT FAVE GAMES:KIRBY, STARWING, MANSELL’S, POP 
“0 THINBEE 


DAVE “CONFUSED” W 
"drove over to Manchester in my new co t \ 
‘ice, ond parked in « big mult- ot 
guins Dav. “Anyway Yow time for a’ 

ti 

we: policeman, and he drove 


get back, ond I 
rem " 
me oll oa! we: ‘ofthe car parks jogged my memory. 


the last one in the city, I recognised the place. lt turned out 
der the G-MEX, he absolutely huge and easily identifiable 
shopping centre. Not suprisingly | was promptly charged with wasting 
police time.” 

CURRENT FAVE GAMES: MAC TRAINING, ADDAMS FAMILY 
(ha ha). 


TOM “222” COX 

Erm, ecuolly, there's point. Has anyone seen 
Tom this week? I think his tole obvious! 
‘recounts itself, 

CURRENT FAVE GAMES:ALIEN 3, 
KiRBY 


FRASER “TANTRUM” GRAY 

‘though; tke Gory, t've carried «compass ond sextant about pson 
since an early age for navigation purposes ond 
«such never lst my way, I id lose my temper 
once.” refleds our designer gaily “I wos just 
pointing out o somone thal they were inot= 
‘ely offre fr Frengsmorgnensday Morning ~ 
‘on old pagan helf-holday, when they simply 
suid “Push off rose, you are bothering me.” 
‘Some people are so uncouth: Well, | gave him Re 

piece of my mind | can fell yous* Funny, Frose, We didn't think you had 
moval fo spore 

CURRENT FAVE GAMES:ALIEN 3, STARWING 
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™ BUT QUICKLY THAT FINALLY SUCKED 
BECAME AN 
ij ‘ OBSESSION 
= 


TERMINAL ADDICTION 


1T STARTED AS TUST A GAME 


i — 
S, 

THIS SECRET 
PASSAGEWAY |S 
CRAWLING WITH 

! 


SIG 


\ 
U 


was ee 


THE HARDER IT BECAME. 


> NNN NINTENDO | NEWS NETWORK 


Oy 


En WES SiG ull 


ie + 'Similory forangone who 
Simi , 
has ever wanted tocontrol 
the final four bosses ofthe, 
irst game, Hyper ig! 
offers complete control ove: Ey 
Bison, sa Co-at 
lorget the Championship Edition! In what way, and rest aimee NMS is going to be 
bethe hottest addition to your _ there FIRST for what must be THE most exciting 
‘game of the year! 


firmed tat SP WHO NEEDS CHAMPION  |EaeaeeAetanes 


Fighter II: Hyper been revealed, so 
Fighting i corremty EDITION NOW? Moy tuned to NMS for 
eing developed for more news next month! 
the Super NES! For hi 
anyone who has had their head stuffed up 
their bum for the last six months, Hyper 
Fighting is surely the ultimate Street Fighter 
challenge yet! Combining everything good 
about the original game and the 
Championship Edition, Hyper Fighting also 
adds a series of new special moves to each 
characters abilities - and a bucketload of 
extra SPEED as well! Dhalsim has the miracu- 
ees coe So ae the rubber lenges 
Chun-Li has now added Ryu’s fireballs to her a 
inventory, whilst Ken and Ryu have also been are Wahi hea a ws 
tweaked, with larger Dragon punches added f Bes Cr picude Ken Sil Nuria 
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‘Chun U ond hergster exchange thier new! 
mastered Cf fire'balls: 


1 Shown a the op ofthis pair shosisthe 
iallnew ‘improved Turbo edition, ond below it 


‘isthe original Super HES game for comparison. 
‘Nhe ew ls ond improved moe. Ok 


“GET A LOAD OF THIS! 


First things first, Street 
Fighter Turbo allows you to 
choose from ALL TWELVE char- 
acters (that means bosses as 
well) and they've all been 

tweaked up to look and feel the 
part. Graphically the fighters 
have been given a revamp, with 
some new colour schemes and, 
harder images. Backdrops have 
had a bit of a revamp too, with 
new colour schemes.and slightly 
smoother Scrolling on.the arcade 
machine. More importantly, 
though, the coin-op has made all 
the characters more 
equal in terms of 
strength and power, Ally” 
the whitfy characters like 
Honda and Balrog have 
been beefed up, both in 
terms of the moves they can 
pull off and the damage 
they can inflict. The only 
characters who really loses 
out is Guile ='no longer will 
sad lads become really good 
with him and then prove 
. precise against everybody 
else! 


Ey 
ig 


sr 
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Aiiter months of secrecy, NMS has man- 
\aged to lay its hands on the first stills 
taken from the forthcoming Super Mario 


Bros film. Starring Bob Hoskins 
and Dennis Hopper as 
Mario and Bowser 
respectively, the film is 

a slam-bang mix of car 
chases and fight scenes - 
ith the producers claim- 
ing that Mario fans will 
be able to recognise key 
in-game scenes immedi- 
ately! 


The plot of the film fol- 
lows Mario and Luigi as 
they are pulled into 
Bowser’s domain to rescu 
the fair Princess Daisy. TI 
two are soon pursued bj 
oddest-looking Koopa 
Troopers until the dyn 
duo eventually make j 
Bowser’s towering ca: 
film's release date lo, 
for June, so keep your eyes 
peeled for the rather smart 
trailer at a cinema near you 
very soon! 


prrperremees M8 RELEASE: JUWE 


action 
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Loads of game play secrets 
revealed in this Codebook 


objects - Repeat bonus screens - auto 
faster fire = Continuous fying « Fire 


Mond ayrFrid ay F200 “191005: adjustable 
‘Saterday 08700) 
Miant-rate sete 
rhists a-standara aiatline 


(Pee 


i 


e 


a * 


is 


UNDER SIEGE 


s Tekmagic prepare to move into 

the Nintendo market, one of their 
biggest signings involves 
star of ‘Under 
Siege’, Steven 
Seagal. Tekmagic 
aim to produce a 
series of games 
revolving around the 
actor in a series of 
action scenarios. NMS 
has seen a very early 
demo of the game but 
the final game details 
are currently being con- 
firmed. In addition, Tekmagic’s coders are 
also busy digitising loads of special- 
ly-commissioned scenes of the 
actor in action for inclusion in 
the game. With Gary Harrod 
rating Mr Seagal up amongst 
the gods (well, alongside his 
other faves, Arnie and Jean- 
Claude Van Damme), expect to 
see unfeasible amounts of cover- 
age regarding the game within 
the next few months. The games 
are scheduled for release on the 
Super NES, NES and Game Boy, 
although don’t expect the digi- 
tised scenes in the latter two for- 
mats! 


nother 2-MEG 

Game Boy cart 
on its way from 
Elite is a cutesy 
platformer 
called The 
Fidgetts. 
The Fidgetts 
is a large- 
scale scrolling 
game, with the 
mouse heroes 
making their 
way to each 
stage’s exit. However, 
an assortment of cats 
and other mice-hating 

ies attempt to thwart their journey, 

whilst our heroes protect themselves by 
lobbing boulders and crates. Further 
details are minimal, but until they a1 
here's some shots to pore over. 
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these must rate as the 
daftest SF2 goodies 
yet. If these cuddly toys 
are to be believed, Guile 
and Chun-Li aren’t half 
as hard as they'd like to 
think as they're made of 
felt! Yes indeed, felt 
replicas of all your 
favourite SF2 characters 
are now available in 
Japan. And if this wasn’t 
‘enough, Megaman and 
his many associates are 
also available! They've 
just been released over- 
seas and also double up 
as prizes in those ‘Crane 
Grab’ things where you 
are given mere seconds 
in shich to use a rickety 
metal claw to grab toys 
and whisk them to a dis- 
tant corner exit before 
your fifty pence worth of 
time runs out. Expect the 
toys to filter over here 
real soon. 


PLAY STARWING AT COMET. 
THE HARDEST SOFTWARE YET. 


et 


COmez 
> FURTUNA CAMESf|ASTER 
a x 10% off all games software. 


Gevetol months atter announcingithey bad 
Site ante for the forthcoming Lawnmower 
Man II film, Storm have released the first 
shots of the game. A4-MEG cart, the game 
starts out as a horizontally-scrolling before 


progressing to a 3D blaster set within a poly 
gon-basediworld and an eventual Mode 7 
showdown with Jobe within the virtual net 


ee last section was particularly impres- 
sive, with Jobe breaking up into smaller com- 
ponent parts and reforming as the player 
blasts away at him. Storm are also developing 
. a Gale Boy version, although the Mode 7 
area is being reworked to suit the. 


Game Boy. NES owners won't 
be.able to join inthe 


o snc fom 
waning powerful, 
mainframe. The or 

available to. buy on on 
17 iu both 


duscredn ‘and normal for- 
for £12.99, but Firstinde- 
it have meet fen copies on 


oes addition, the main at Wise 


_ prize in'this brilliay cot 
jp tion is an ultra-s 
X Lawnmower Man a jacket, 
and five more winners wil 
receive long-sleeved 
Lawnmower Man T-shirt: 
So, what do you have to doifo 
get your hands on one o 
VR-related objects? Si 
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poser, put the 
edtetep the 
a post- 


tear sled 
ivolo jolong, 
— 

“and pret 
int 


prize ioc 
whether yor 


uper NES owners will soon be able to 

savour the intergalactic delights of Elite - in 
what could quite possibly be THE ultimate ver- 
sion ever! Coded by newcomers Hybrid, Super 
NES Elite is a simply stunning affair which uses 
theSFX chip giving a fast-moving and totally 
believable playing environment creating the 
closest thing to a ‘proper’ space opera yet. 
NMS has had a very sneak peek at the game, 
and the combination of Mode 7 jiggery-pokery 
and detailed planets makes this an absolute 
blinder to look at. In addition, the original 
gameplay has survived the conversion intact. 
News on who is set to release Elite has yet to 
be announced, but as soon as this and a 
release date have been confirmed, expect a 
massive preview of this potentially-blinding 


game. 


THE SUPER NES 


ot content with bringing us Elite for the 


Super NES, Hybrid have also recently 
wrapped up a conversion of David Braben’s 
stunning 3D blaster, Virus. Originally known. 
as Zarch in its Archimedes form, Virus is a 
fast-paced shoot ‘em up which views the 
action from outside the ship so the player can 
watch as it weaves across the stunningly- 
detailed play area! Virus requires pixel-per- 
fect precision of control, but once this is mas- 
tered the ship handles like a dream.Big things 
are promised and as the original is a big fave 
of Tim, Steve and Jaz, let's just say that a lot 
of breath is currently being bated. Until we 
have more news, though, take a peek at these 
exclusive screenshots and work yourselves 
into a similar state! 


fouls and free kicks are being incor- 
porated into the design, and the 
joypad’s four buttons are each used 
for a separate skill - passing, shoot- 
ing, or heading, for instance. WCS is 
ncilled in for a November release. 


NEWS DATA 


Tis ney footy game Graftgeld 
have been working on has now 
been given a name and been 
snapped up in the process. Th 
name's Paul Gascoigne’s Gea) 
Class Soccer and the 

pany releasing it is Entertain: ; 
International. Using a pseudo-3D_ 
viewpoint, Gazza’s WCS is aiming to 
go head-to-head with Elite’s forth- 
coming Striker in a real grudge 
match, All the usual banana shots, 


US GOD FLASHES 
ON TO NINTENDO 


fter years of Sega dedication, rumours 

reach our ever-alert ears that US Gold, 
are finally limbering up for their Super 
NES debut - and their first release is the 
sequel to Another World, Flashback. 
Starring scientist Conrad Hart, the game 
follows Conrad’s adventures as he stum- 
bles across a plot to overtake the Earth. 
Using the same graphical style of Another 
World, Flashback boasts smoother anima- 
tion, more playability and a host of link- 
ing animations as its story unfolds. The 
full preview should follow as soon as 
there’s something to see. 


THEY GALL HIM FLIPPER 


Pinball fans be atert as Storm prepare a 
‘conversion of 21st Century's popular Amiga 
hit, Pinball Dreams. Pinball Dreams offers a 
choice of four tables. Each table features a 
variety of flippers and bumpers and it is 
believed that Storm are also hoping to add a 
multi-ball feature to the game. There’s noth- 
ing to see at the moment, but Storm are han- 

g the conversion in-house and are confi 
dent they will be able to greatly enhance the 
original Amiga game. 
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Get into your flame proof combat suit, strap 
into the cockpit of the AXELAY stratafighter 
and stand by to launch into six sanity crushing 
worlds, all occupied by the Armada of 
Annihilation. Your mission - to seize the 
Axelay's secret weapons stolen by the evil 
enemy - but be warned, they're not going to 
give up easily and the fight of your life is just 
about to begin. 


The Great Octopus has threatened to destroy 
Earth. You must help Parodius and his friends in 
their quest to find and destroy the villainous, 
scheming sduid so that Earth may enjoy life in 
peace once more. 


The sands of time are against you as you fight your way 
through 20 perilous levels in your quest to rescue the 
Princess from the clutches of the evil Grand Vizier Jaffar. 
Will you be successful and claim the royal residency before 
the hourglass is empty? 


SUPER NINTENDO 


ENTERTAINMENT SYSTEM 


Software, ine, Jordan Mechs 
‘button: Bandai UK Ltd. (UK), Us 


sof Konami Company Lid. ©1992 Konami, Al righ 


reserved. Prince of Por 
resorved ©1992 Konami. All rights re: 
Fareham Industral Park, Fareham, Har 


not another bout in the dre 
Predator scenario. Instead, 
Interplay have pitted Robo 
remorseless Terminators i 
to the finish! This news is so 
probably burning your fingé 


BIG BEASTIE . 
BATTERS! 


Opting for a one-on-one beat ‘em up for- F, 
mula, the player is cast as Robocop as he bat- 
tles across the desolate post-Skynet world of 
2019. The half-man half-cop has been 


SURPRISES 
I STORE 


As we've already said, what you're looking 
whisked into the future to protect John at is a very early version of the game and 
Connor, but also to somehow put an end to Interplay are currently working on later 
Skynet’s menace. Thus, armed with his trusty GWEW GAME stages of the game. They don’t want to reveal 
gun, Robo is charged with blasting his way too many details yet, but we're promised that 
through the oncoming endoskeleton menace. | MI BY IMT ERB] A aie octl gener ar ond hotter as the ganse 
The version of the game NMS has seen was at proarestts, Don’t ow a out you, but we 
a very early stage, with loads of big sprites reckon Terminators just walk over Robo when 
and plenty to shoot - just what you wai @ SUPER Hl TENDO ( comes = eg hardness. whether 

orne out in the game remains to be seen 


NINTENDO WEWS NETWORK NINN 


Fight ofthe vious Terminotors and keep 
alive John Connor, 


Robocop dims the walls o avoid the 
Terminatot onslaught. As wel os T-800', old 
‘must foce ED-109 units and other mechani- 
ations to save monkind Guumph! 
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Weta 
me ce uD) 
SPA RACINE 


As StarWing flies on to the shelf of 
your local software stockist, rumours 
‘are obviously abound regarding the 
next game from the Nintendo develop- 
ment stable using the Super FX chip 
Well, our sources within Nintendo have 
told us that the next game to use the 
technology is highly likely to be an as 
yet unnamed Formula One racer 
‘along the lines of Virtua Racing, no 
less! Obviously, at such an early stage, 
there's absolutely now! to see, but a full 
Preview will follow as soon as there is 


Toking 6 break from anarduous 
round of Coffee adverts, Tennis super- 
star (it says here), Andre Agassi, is set 
to star in a Super NES Tennis game 
which is under development at 
Tekmagic’s HQ. Using a viewpoint simi- 
lar to hat of UBI Soft’s Jimmy Connors 
game, Agossi is scheduled for a 
Megadrive release sometime soon, with 
the Super NES game following hot on 
its heels, Doubles, singles and loads of 
tournaments are also promised, as is a 
preview. 


Possibly the most eagerly-awai 
footy game of all-time, Sony/Imagesoft 
‘ore the company who are going 
releasing Sensible Soccer on the Super 
NES. NMS spoke to Jops at Sensible 
Software regarding the conversion and 
he was “very pleased’ with the way it is 
going. Sony have yet to set a release 
date for the game, but a massive pre- 


x 


\ 


1) 
5) on tt... 


view is scheduled for very soon. Keep 
‘em peeled, as Shaw Taylor would say... 


Currently leaping and whipping o 
path to your Game Boy is a conversion 
of U.S. Gold's Amiga platformer, 
Indiana Jones And The Last Crusade. 
Those‘canny Gauls at UBI Soft ore the 
team behind the conversion, and 
seems that Indy’s search for the Cross 
‘of Coronada has survived the transition 
intact, 


With the Super NES version 
reviewed this issue,,THQ are currently 
working’on a Game Boy version of 
Tozmania. However, when you consider 
ee NES game relies on fast-moy- 
ing-3D, it seems likely that THQ’ 
developers will, opt for a slightly differ- 
ent gamestyle - possibly Using the plat- 
system seen in the Megadrive: 
, Needless to'soy, a review is on 


He's rinky and dink and he's also 
Nintendo bound! Yes indeedy, the Pink 
Panther is heading for the Super NES, 
NES, and Game Boy as Tekmagic line 
up the game for an\October release. A 
platform affair, NMS has had a brief 
preview of the Super NES game and it 
looks very nice indeed. The musics 
identical-fo that of the cartoon, and the 
sprites ate instantly recognisable, too 
More news inia while. 


Hisiine scen hot isisoeer ex 
Hi, can do with StarWing, Elite 
are now putting the wonder device 
to good use in a 4X4 racer they are 
planning. A November release is 
planned, and the as-yet-unnamed 
game is going to be a greatly- 
expanded Off-Road Racer-style 
affair, with the Super FX chip used 
to keep the track moving at a fair 
old pace. Although it’s far too early 
for Elite to confirm details, the use 
of the Super FX chip indicates that 
the game will be a first-person-per- 
spective job, with the chip used to 
scroll the road and opposition cars 
quickly and smoothly. However, it 


could also be on the cards that Elite 
may also opt for a bitmapped and 
more detailed track-surface - as 
seen in the backdrops Star\ 

full prev wal 


nearer th sae pase. 
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Wrestling Federation’s 
ints are set for 

immortalisation in a new 
16-meg cart from Acclaim. 

Flair, Shawn Michaels, 
the Crush and Bret Hart 
are amongst the dynamic 
dozen bearing down on 
the Super NES in what 
looks like the best video- 
game adaptation of the 
WWF scene yet. This is 
Acclaim’s second venture 
into this particular arena, 
though they have little to 
prove since their previous 

Was warmly 

received last year. 


So why release another 
fitle of such a similar ilk? 
good as may be, 
re still criticisms for 
irestlemania 
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WE ARE AMUSED) 


The new cort’s most impressive option is 
‘one or two players choose a wrestler and 
ther six fighters and the last one in the 
forms into a free for all and is an absol 
that your chosen wrestler is ousted fg 
nessing the rest barny on down untill 
what it is! 

Of course we can't comment as to 

but os you might guess.the whole 

wait until next month’s issue for th 
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Distributed in the U.K. 
Lawson Road, D: 


TIP OFF THE BATTLE 
“* BRILLIANT!” OF OLYMPUS 


“Retains all the An arcade adventure of 
atmosphere <> mammoth size. 2 M. Byte 
and excite - (ual cartridge. “A wealth of 
iment of top GA = fantastic characters and 
/ basketball. For the, =f stories. Graphically it often 
basketball action, borders on spectacular. 
out Tip Off. . IT’S GOTTO BEA 
Tunes are a WINNER.” 
delight. { 
Best basketball | GLB: 
game todate“ "i Action 


N. Force 


2% 


G uf 
Ci Vow. reer / 


KIC K OFF — 
ROBUCOnS Kick Off has enthralled millions of & Lt 
An ultimate role game enthusiasts right across ae. ee 


playing game, 
jou are God. 
lifferent worlds 
our conquest. 
sses you in 
tillating 

o right 

e off”. | et 
SPLITZ 

A puzzle game 

against the clock. “/ have 


Europe, winning countless awards | = 
including the EUROPEAN GAME 

OF THE YEAR AWARD. Now the 
Gameboy owner can 


savour its flavour and 


= oo oo 


ftware Ltd. 7 Millside Industrial Estate, 
nt, DA1 SBH, Tel; 0322 287782 


ccording to the 
chaps at Storm, 
when aquatic 


agents are between mis- 
sions, they like nothing 
better than taking part in 

‘ies of strenuous ath- 
letic events. What’s more 
Storm are currently in the 
process of recreating these 


gler, Aquatic Games. 
Starring James pond - he 
‘of Super James Pond 
fame, funnily enough - 
Crazy'Sports is a six-stage 
sportfest (with two added 


bonus events) which add 
‘an unusual fishy bent to, 
the proceedings. Each 
rani reaviras James and 
s to beat certain 
times or scores, failure to 


resulting in their 
ant disqualification. 
range from 
dgglers, such 

Metre Splash a 
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TORM PRICE: £39.95 MEG: 4 


(me § 
on om afte a. 


4. Noodle-oodle-oodle podium... 


WARD SURI 


Supot Nimendo Entertainment System ®), Nintondo Entortainmont S 
‘Nintando GameBoy 0 are trademarks of 


liens are much misunderstood 

creatures. They have their own 
cultures, their own comedians (such 
as foul-mouthed David Alien), 
their own films (T - the Terrestrial) 
and even their own poets (the 
mega-popular Alien Ginsberg). 
However, because all they ever 
seem to do is slaver, eat things and 
go “screek”, humans have an 
unhealthy tendency to slaughter 
these refined creatures whenever 
they come into contact with them. 
Unsurprisingly, the aliens are a little 
miffed by all this, and when the 
human race establishes a penal 
colony on their holiday home it’s the 
last straw and the aliens decide to 
fight back. 

However, hope for mankind has 


@ BY: ActLAIM 

© PRICE: £44.95 

© RELEASE: JULY 

© GAME TYPE: PLATFORM 
© CART SIZE: 8 MEG 


© 1ST DAY SCORE: 
Completed two missions 

© GAME ORIGIN: 

Mass death game based on 
the minimums death film of 
the same name. 


Ripley is quite the athlete, ond is 
capoble of any number of agility- 
type foats. For starters, she legs it 
around everywhere without ever tir- 
ing. She also has quite incredible 
jumping abilities, and leaps across 
long distances and tall heights 
effortlassly. Ripley also delights in 
swinging across bars, like in the 
Krypton Factor, although should she 
hang on for too long her arms start 
to tire, until she eventually loses her 
grip and plummets like a stone. 
However, her feats of strength are 
matched by her displays of cat-like 
agility (it says here). Ripley also 
‘assumes a crouching position with 
ease, and squatting like this she is 
able to walk in either direction. 
Lastly, no matter what her situation, 
Ripley is able to shoot in any of the 
eight joypad directions, making for 
360 degree alien annihilation at any 
time! 


© HOW To PLAY: 


FIRE MACHINE GUN 


suMP 


FIRE FLAME THROWER 


Ls CYCLE WHAPONS LEFT 
R: CYCLE WEAPONS RIGHT 


START: STARTS/PAUSES 
SELECT: MOTION TRACKER 


arrived in the shape of Ripley, 
woman with no small experience in 
the field of xenocide. Having crash- 
landed on the self-same planet in 
her escape pod full of guns, she’s in 
the perfect position to save all the 
dangerous criminals and nuke the 
normally peace-loving creatures 
into extinction. 

Such is the vague plotline behind 
Acclaim’s rather oblique conversion 
‘of the third film in the Alien saga. 
However, who cares about plots 
when there's platforms to jump 
across and scores of alien cannon- 
fodder to blast into oblivion? You 
play the part of Ripley, and as such 
it is your job to rid the barren plan- 
et of all non-human life - so get out 
there and get on with it... 


‘A. Mind it wth that til. You could have had my eye out! 


Bao 


Hoorah, my vindolo shot works! 


What with Super 
Bo Probotector and 
Cybernator already 
doing the rounds, 
you might think 
2 © Alien 3 isn’t really 
G worth bothering 
" with, However, there 
are sufficient origi- 
nal aspects to the game to make it 
well worth a look. The missions 
available are varied and require a 
variety of skills to complete, from 
straightforward blasting affairs to 
more stealthy rescue and repair 
operations. That said, there is a 
huge arcade bias to Alien 3, and 
you need all your wits about you to 
survive the constant stream of 
attacks. Programmers Probe have 
used the Alien license to full effect, 
with loads of different xenomorphs 
small and large, as well as breed- 
er pods to tackle. The environment 
itself is the ideal playground for 
such death and annihilation, the 
zillions of platforms and crav 
spaces making proper motion 
tracker use essential. Alien 3 is a 
huge, sprawling game of blinking 
toughorama proportions, and is 
one even the most battle-weary of 
kill merchants should nab as soon 
as possible. 


te 


Damn, if only could think ofa decent caption! 


. 
w 


id 


ay 
sti 


Hmmm. Not one of Fraser's better choices for a caption pic. 


KILL! KELL! KELL 
DEATH: 


Gaal aaa ets 


My gun's not been feeling 10 well 


A giant Apple makes on unscheduled appearance 
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peroneal RATINGS 


actually lives up to its 
/ BREAKDOWN 
STRATEGY 
ACTION 


potential. Fine, so Alien 

3's only relevance to the 
CHALLENGE = 5 
i) | = 


film is that it’s got Ripley 
and haps it, but then 
Sai again trekking arou! 
A. Noodle-oodle-oodle Alien scum oe ising ier one ion Ip 
ist holding a lit piece 
oily rag would hardly 
make for an exciting game! From the 
‘opening sequence where Ripley is ejected 
from the Sulaco to the brilliant and 
instantly recognisable backdrops, every- 
thing about Alien 3 is superb. Graphically, 
it is far more detailed than I was expect. 
ing, and anyone who has seen the film will 
be amazed just how close the many 
screens and tunnel networks are to those 
of the film. In addition to this stunning 
presentation, Alien 3 is no slouch in the 
gameplay department either, Ripley 
proves to be an extremely capable sprite, 
and even if you don’t fancy tackling one of 


A. Sun journalists try to spot Di in her bikin. 


the many missions, simply scouring the 
huge prison for rogue Facehuggers and 
lien Ts Grvot fon, Overall, Allon 3 is quite 
the best game fo emerge from 
for ages, and a brilliant example 


of just how good a film licence can be. Geme Over seecns sly CoP 


ation tal odds lott the atmosphere of 
the gome. 


GRAPHICS 


=~ 
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é 
\ 
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4. Avartty of highly ctmospherkc tunes, 
‘end any wumber of doom and axhume- 
|; ia 


ano] wamnanannabeen 


en 


(raranui 


A. All spot the bal entries should be sent to NMS, 
Priory cour... Tee Hol 


oF fini 


Y Saiki 
of a game. Plenty here to satisty anyone’s 


» events now recorded take place in the 
fermath of o war that divided the Milky 


2 prespul 
‘against their ity to 
stomach. The others argued their = 


ight an centre was the mark of « noble 
tradition and that the formula should never be 
changed. In the end, war broke out not over 
this, but over the ridiculously obvious and dire 
pun made of the term ‘Milky Way’. The com- 
munity were also disgusted at the use of sucli 
a cheap gag unashamedly employed by a 
writer who wanted an easy way 
to introduce a review! 

Now the war is over, and 
just as people were putting 
~away their ration books, it 
Suddenly became apparent 
thatthe war had used up-allh 
of theigalaxy’s resources. 
Troops were sent out to planet 
UP457 where it is believed 
there might be a trickle of sup- 
plies but were viciously slaugh- 
tered. It turns out that a mutant half mammal, 
half machine creature known as ‘Bio Metal’, is [igi aC Rance 
conieiecsict on Slee squadron that has penetrated 
(© GAME TYPE: SHOOT EM UP rate. So it’s down to the crew the planets 
© CART sizz: 8 MEO J ofa state-of-the-art ‘WASP’ atmosphere. 
Fighter to destroy this alien Power up early 
species within 32 hours, ‘and annihilate 
before they destroy the uni= all traces of 


verse and generally prove a Hiesaiciien) ; 
nuisance, ete. scumbuckets| 


Alien snakes and space mines 
litter the desert locale of Stage 
2. Keep the 


wide firing arc 
of your Vulcan 
blaster to swat 


the swarms of 
sand flies then unleash the 
GAM against the bigger foes. 


COMMENT 


What we have here is 
another no-frills blaster to 
\, add to the already danger- 


g 
a e 
y Fl ously Baars For all is. 
b= fancy graphics and souni 
% » '\ effects, there’s no disguis- 
eog ing that everything in Bio 
= _a\ Metal has been seen count- 
less times before, and is 
ROB normally a little more pol- 
ished than this, too. That's 
not to say that Bio Metal is a bad example 
of the genre, it’s just that with every new 
blaster to emerge, the shoot ‘em up 
brigade should continually adapt and add 
new ideas to the process - progress, I 
believe it’s called! In addition to its lack of 


original features, though, Bio Metal also 
aE En « coecualia 


lenge to our WASP 


tough, 1h@ WASP figh 
comes fitted with o guards 
This hos several uses. 
Primarily it protects the 
ship from the endless 
bullets rained upon it, 
but it can also be used 
to attack. When sur- 
rounded by a swarm of 
+ enemies, the guard can be trig- 
| gered to revolve ot o greater circumfor- 
ence, which basically means it wipes out most of 
the enemies on the screen" THE 
guard can also be used in 
boomerang fashion, ond sent 
out to destroy an enemy some 
distance away before return- 
ingeRemember, however, that 
while the guard is off blasting 
enemies out of sight the ship 
is then exposed to attack 


leon 
o_o 


smarty 


action =) 
CHALLENGE (— 
ans 


a, cates 

lowed for- 
See mule used GRAPHICS 
‘es, of Master 4 etd doo smth t- 


‘Y Serious spt fia et Hanes. 


could harp 
on about the lack of 
inventiveness in this 
game, but you can proba- 
bly figure that out for 
yourself by looking at the 
screenshots. That said, the 
strength of Bio Metal lies 
in just how incredibly 
tough it is. Even on easy 
level this is far from o 
breeze, but | was surpris- 

patel tal PLAYABILITY 
constant recurring deaths. 0 ay re, 


The reason for this is that, trating o tines 
you know that if you keep Sefer from bod sow ocastonaly 


trying you can find « way 
through and master the 
stage you're tackling, 


which quite naturally 
Gives you a sense of real LASTABILITY 
satisfaction when you do. 
The screen is crowded full 
of great graphics and con- 
stant action. The draw- 
back to this mayhem is 
slow down and sprite 
flicker that abound at 
times. This is where I gen- 
vinely felt frustrated 
because it could lead to. 
deaths purely by being 
caught off guard when it A peed teams wil-coed for- 


As you would expect of your average shoot em’ 
up, Bio Metal has got plenty of power ups to pre: 
vent these trigger hoppy downers. The standard 
weapon is a straight 
shooter but with the 
right power up this 
becomes a triple 
shooter. There is the 
laser which is more 
powerful, o wave 
weapon which is 
usoful for toking out 
‘ sworms of ships 


and homing mis: To sum.up,Bio, mula. The difficalty makes 
siles. Extra lives (always precious Matelis'one for blaster - cee 
in this gamejland an instant guard recharge can Yo prove they're not 
also be collected, movth ond no trousers. 
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REVIEW 


inaiily an old C64 

game, Splitz is an updaty 
ed Version fer the Game Boys 
Using @ eursok, the playdeis: 
giversthetask of piecing, 
togetfier a series of famous 
faces within a strict time-limlp 
using a set of building blocks 
featuring a paftsiefie face. 
Rowever, other ems; such as 
Bombs and diamonds, are 
jalso thrown infodhescreen 
‘and whilst the latter add 
bonuses to your existing 
score, the former explode 
costing one of your three lives 
if they aren’t cleared in time. 

It was with great nostalgia 
that I got to grips with Splitz. 
Although significantly harder 
than I recall, piecing together 
the faces proves incredibly 
addictive - if a little frustrat- 
ing. In addition Splitz seems 
more suited to the handheld. 
medium. In all, one of the 


Thisll dear i 
mate’, said Dr Pile 


‘onami’s latest platform adventure for the Game Boy intro- 

duces Zen, the ‘Intergalactic Ninja’. Zen’s duty is to make 
sure that the galaxy’s planets are functioning to the best of 
their ability. The Schnork famine on Jupiter was ably dispelled 
by Zen, as was the recent outbreak of ‘inter-ring’ war over on 
Saturn. Coincidentally, both troubles are the direct result of 
tord Contaminus’ galaxy domination regime! Now Contaminus 
has enlisted the powers of Smogger, Sulfura, Garbage Man 
and Oil Slick to completely ruin the planet Earth. 

Zen encounters these four faces of world pollution so that 
he might rid planet Earth of them forever. After this he con- 
fronts Lord Contaminus himself in the hope of freeing our 
world’s new ‘Adam’ - who is called 
Jeremy (?) - whose job it is to start 
things anew. Zen is one of the new 
breed of earth conscious, moralistic 
platform types. By leading him to vic- 
tory Konami hope the player learns 
something, too. Does the player learn 
it’s a good game, though? 


A SUPERHERO'S JOB IS 
NEVER DONE! | GUESS: 
LL HAVE TO SAVE THE 
WORLD AGAIN. 


Och, blowbock 


ANYBODY GOT 
A GAS MASKIPI 


The bulk of the game concen: 
trates on Zen’s battle against 
Lord Contominus’ mutated 
troops. This is something to 
which Zen is quite accustomed 
However it is after defeoting 
each areas master thot Zen faces 
reat dificulty for he is called 
upon to do a spot of tidying up! 
With nerves of steel Zen clears 
the countryside of litter. In a 
show of selflessness the man 
wafts away smoke from chim. 
neys, He rescues the world’s suf- 
fering sea-birds and deposits all 
empty cans into a recycling bin. 
What a hero. 


Splitz originally started life as a rather smart C64 
puzzler from Domark called Splitting Image. 
However, whereas Splitz sees the ployer putting 
the likes of Abraham Lincoln and Marilyn Monroe 
back together, the Domark game contained the 


ikes of Maggie Thatcher, Ronald Reagan and Neil 
Kinnock. However, when Fluck and Law - the pro- 
ducers of ITV's Spitting Image - saw the similarity between the onscreen characters and 
their caricatures, they ‘asked’ Domark to change the game’s name to avoid confusion - 
thus Split Personalities was born. Coo. 


According to Zen’s mentor, there are four creas 

of global contamination: smog, oil, dam and 

dust. Each has its master and all stand in the way 

of Earth's progress. Smogger is responsible for } 
the smog, believe it or not. Sulfura brings the acid i 
rain while Oil Slick pollutes the seas with petrole. 

um. Garbage Man is the biggest of Zen’s foes 

and inhabits an enormous rubbish tip. Once Zen 

has confronted this quorrelsome lot he meets with 
Contaminous himself for the final showdown. 


\ ear graphics, ond the pieces are moved 
‘cround the sereen quickly. 


SOUND 


Ul of interest but suits the cerebral ection 


IL 
2s ceeeaien 
‘The lock of levels might be a problem. 


An excellent puzzle game. Definitely 
cone of the best yet. 


Upto Konem's vivo high standard. 
‘There site variation of enemy spite. 


Good tunes and adequate spot elects support 
then 


Using the elements es hatrds fr Zens ever, 
Thee simply n't enough the gamete ploy. 


‘Very short lived indeed! Most player wil com- 
sete this within © doy. 


Half of high eis platform game 
made more attractive with the addition 
of entertaining bonus intermissions. Too 
short lived for its own good. 


eBr: TH 
9 Price: our Now 
RELEASE: £25.99 
(© GAME TYPE: DRIVING 
(© CART SIZE: | MEG 


Race Drivin’ was en Atarl 
system 3 coin-op, the sit- 
down medel using authentle 
car egutrols. This Gamo Bey 


CONTROLS 


© HOW TO PLAY: 

Steer your car through the 
three different tracks, mak- 
Ing the checkpolats within 
the time for extended play. 


TFRight, Miss Pottersley. Check you are in 

neutral, Foot down hard on the clutch, 
hands firm on the wheel. Mirror, Miss 
Pottersley, remember the rear view mir- 
ror before you take off. That’s good. 
Now, move into second. Fine. Er, mind 
the small child, Miss... oh dear! The 
lorry, Miss... arrgggh!”... 

For some people, learning to drive 
comes easily, for others, usually sitting 
their 46th test, it provides a little more difficulty. 
Perhaps that was the inspiration for Atari's Hard Drivin’ coin-op. It 
looked like a car, and played like a car - even down to the gear shift sys- 
tem. Now its successor, Race Drivin’, is coming in a drive anywhere format 
- on the Game Boy. With tracks taken from both games, and the inclusion 
of the mysterious Phantom Photon opponent, the option to take to the 
open road is available anytime. Four cars and three tracks further widen 
your options. What further realism should we expect from future Game Boy 
car games? Little Chef Racer? Breathalyser Adventure? Maybe even, Picnic 
On The Hard Shoulder? 


There are three lethol tracks 10 choose from 
before you race. Each has its own hazards 
‘and is suited to a particular vehicle. Pick 
track fo see a close up view of the route ond 
any stunts. 


This track retums from the original Hard 
Drivin’ coin-op, and offers two separate routes 
for drivers. From a fork at the beginning, 
choose either the speed track or the stunt 
track. The speed track has less hazards, but 
longer to travel between each checkpoint. 


The longest track, Super Stunt is shaped as a 
massive figure-of-eight and has some unique 
features, but with more checkpoints along its 
route. Surprisingly, this is not as hard to mas- 
ter as the original stunt track. 


‘As a leaming track this is excellent. Autocross 
is flat and without stunts. The tight comers 
are excellent for acquainting you with the 
‘car's handling response. Autocross is also 
quite short. 


ee 


|. Race Drivin’ on the Game 
Boy for THQ. You might 
think it would be a shad- 
‘ow of its former self, but 
the 3-D is both fast and 
convincing. Indeed, the 
graphics give a big boost 
to the gameplay, since 
Race Drivin’ suffers a bit 
from lack of depth. Once 
each of the stunt tracks 
has been worked out, 
only the Phantom pre- 
sents a further challenge 
in the game. And | also 
confess to being slightly 
disappointed to find the 
‘Super Stunt course such a 
breeze. Still, the time- 
limits are quite stringent, 
= and the score table 
allows endless possibili- 
ties of improvement as 
more and more laps are 
\ completed. | keep think- 
ing, though, that this 


OUGHT as ls \ Reet tine 
A-BE-MOBILE ' e \ 


‘ete off (um, bum). 
we'e off (bum, bum), were f 
fine motorco-r.lodee | 
dah dum, da deedle um ee. 


ing if a two-player link 


Weeeow. 


THE PHANTOM STRIKES! 
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A Bar! thate 
spiders! Yok! YoklYee-ok! 


You don't get points for completing stunts 
just the privilege of being allowed to continue! 
The way to work out a safe tactic for stunts, is 
to find the maximum speed possible on them. 

Here are the stunt types. 


Ramps ol various heights are the commonest 
stunts. Drivers should accelerate until they near 
the crown of the ramp. Danger lies in overshoot. 
ing the downward slope and crashing into the 
ground 


SAFE SPEED:60MPH 


The 360 degree loop requires a burst of speed 
to see the car through the top side. Apart from 
that, there’s a tendency for the car to veer left or 
right on the approach. 


‘SAFE SPEED:90MPH 


This sharp decline is a potential deathtrap (as 
Lynn from Watchdog would say). Slow down on 
the approach, and accelerate once in the dip. 


SAFE SPEED:70MPH 


Part of the Super Stunt course, the danger from 
the ramp is concentrated on the left side. Stay 
well right and take it at a moderate speed. 


‘SAFE SPEED:70MPH ay 


These are by far the great- 
est pain of all, Unless you 
reduce speed beforehand 
you'll go aver the back of 
the bank. Also avoid clip- 
ping the inside of the 
curve. 


SAFE SPEED:50MPH 
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Amazingly, 
this is the 
best con- 
version of 
Race 
Drivin’ 1 
have 
played. 1 
never 
PA Ui found the 
original 
coin-op particularly excit- 
ing before, but this hand- 
held version makes a very 
refreshing addition to the 
Game Boy library indeed - 
enlisting Argonaut to code 
the game was certainly a 
wise decision on THQ’s 
behalf! The 3D is very con- 
vincing as is the speed: 
don’t play this game whilst 
riding on a bus or train 
unless you want to find 
yourself falling off your 
seat! It is a great credit to 
the game to think of it in 
this way rather than harp- 
ing on about the detailed 
graphics and adequate 
sound effects. As there is a 
wide selection of game 
types to go at and a stiff 
challenge ahead for most 
players, Race Drivin’ is 
really‘a cool title to own. 
Cruise down to your local 
stockists and buy this if you 
feel like moving up « gear 
from the norm. 


PRESENTATION. 


‘course Is proceded with a mop. 


No options to adom o rather simple gome 
oa. 


GRAPHICS 


‘4 Remarkably fst and smooth vector 
phi, vsing shading Yo create romps, 
ings, loops and curves. 

Tho other cars on the track are pathetic 
white boxes, whlch soeraly detract from the 
| npod ofthe other graphics. 


Not enough of I A simple droning 
‘ngine sound, ond the most minor of mesle 
brooks, 


‘4 The impressive perspective and intor- 
‘esting courses mako It on absorbing gome 
4 pik up and ploy. 

Tho game suffers from o lack of competition. 
Only tho Phontom presoats himsolf as « real 
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Race Drivin’ is afine game for solo 
racers, ond want something more than 
flat track. However, It lacks the variety 

required to be a game ofthe first order. 


/, 
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THE 


STRIKES BACK 


“THE HIGHLIGHT OF THE GAME IS ITS SIZE AND 
COMPLEXITY — THERE’S JUST SO MUCH TO DO — 
WHETHER YOU’RE A FAWN OF THE MOVIES OR NOT, THIS IS 
ONE GAME NOT TO Miss” — N-FORCE 


“THIS HAS TO BE ONE OF THE MOST CHALLENGING 
GAMES EVER ON THE GAME BOY” — TOTAL 


Death Star has been destroyed, Imperial troops 
have driven Rebel forces from their hidden base 
and pursued them across the galaxy. Now, on the 
ice world of Hoth, the rebellion must make a last 
desperate stand against the overwhelming 
power of the Empire. 


| tis a dark time for the Rebellion. Although the 


Join Luke Skywalker as he searches the ice 
caverns of Hoth for Imperial Probe Droids as they 
attempt to pinpoint the rebel base. Jump inside a 
snowspeeder and scream into battle against a 
squadron of Imperial Walkers and then strap 
yourself into an X-Wing fighter and speed 
towards Dagobah. Search the jungles for the 
elusive Jedi Master, Yoda and learn the ways of 
the Force. Master the Force and you will be ready 
for the final test — a blazing light saber duel 
with Darth Vader. 


LICENSED BY 


UBI SOFT Ltd. 


Finchley House 
707 high Road 
North Finchley 
London N12 OBT 
Tel: (081) 343 9055 


Tha Empire Strikes Back is a registered trademark of Lucasfilm Lid, All rights reserved. Used under authorization. The Empire Strikes Back game © 1992 LucasArts Entertainment Company. Usod unc 
‘authorization (1992) or lirst year of publication. Lucastirm Games" \s a trademark ol LucasArts Entartainmont Company, Licensed by Ubi Soft. Conversion programming by NMS, 
Nintendo’, Game Boy", the Nintendo Product Seals and other marks designated as ””” are trademarks of Nintendo. 


j Lb MES MERIT /, | 


1) REVIEW 
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Re ee: BOB finds Rimdelf on the st of Logan's Run, 
es] 


Ss 
B08 tries 1 woo the crustacaon by impersonating the mole of the species. 


REMOTELY OF INTEREST 


ign are better left untold os he is able to store many helpful items 
‘Apant from tr elnseny esoncis availabe olhiih) BOB\csse'd cslecion(et 
ult situations. Here are a few of them for you to ad 


Perhaps the intricacies of BOB's 
within his various orifi 
remote-control gadgets in otherwise di 


1. HELICOPTER HAT: For a limited time, BOB goes airborne courtesy of this miniature ‘copter kit. 
Mind that he doesn’t bang his head, though, or he'll plummet fo the ground much sooner than expected! 
2. UMBRELLA: Ordinarily a cool dude such as BOB wouldn't be seen dismantled with one of thesel 
However, he makes an exception in this case as these brollies allow him to glide slowly down perilous 
pits and the likel 

3. TRAMPOLINE: Toking care to avoid the 
from one of these. They prevent him from crashing d 
heights - even when there's no ground to jump f 
4s. BOMB: Ah, the good old bomb! BOB leav 
second countdown and blow most aliens to pieces 


g on his head, BOB is often safer leaping 
good for jumping great 


these floating in the air at which point they begin a five 


REVIEW 


throughout. It’s just a 
shame that's it’s not really 
all that funny. If the 
thought of a robot saying 
things like “Someone tell 

my mom” when he dies is 
your \eeaiol Iitoriouaine, 
doubt BOB will rank as 
one of your favourite 
games of the year and will 
have you rolling around in 
an apoplexy of laughter. 
However, for people who 
prefer gameplay to 
prospective laughs, BOB is 
an entirely different kettle 
of fish. Graphically, it’s 


jokes work fairly well (the 
first few hundred times) 


simply because the visuals 
are so smooth. The sound 
fares quite well, too, with 
«@ selection of decent 
effects and some inoffen- 
sive tunes os accompani 
ment. The actual game. 
mechanics of BOB are 


isn’t too floaty and the 
collision detection is nicely 
sharp. However, the real 
problem is the layout of 
the levels themselves. 
Although they do get 
more challenging as you 
get further into the game 
there isn’t really that 
much difference between 
level one and level one 
zillion, Whilst BOB is cer- 
tainly entertaining, once 
you compare it to Cael 
such os 

Cestlevania, not dissimilar 
in the genre stakes, it’s 
shown up as being slightly 
shallow. BOB might be 
worth a few nights play, 

a I 
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REVIEW 


BOBBING 
ABOUT 


BOB is quite versatile for a heap 
of metal. Though most of his 
time is taken dashing to and fro, 
his abilities ensure his journey 
stretches him to his limits - liter- 
ally! The most amusing of these 
is his ability to squat-shuffle 
along the floor and therefore 
duck beneath any low ledges, 
with his antennae wobbling as 
he does so. Another of BOB's 
rib-tickling manoeuvre is the 
knack for tackling dangerous 
floor oreas by grabbing hold of 
‘overhead pipes and jangling his 
fingers across them. The Tom 
ond Jerry-style tinkling noise 
made here is hilarious! 


E 3 
lig = 


Electronic Arts needn't 
have invented this ridicu- 
lous character to promote 
this OK shoot ‘em up. 
Despite his amusing traits 
he appears stupid as 


opposed to funny. Perhaps 
EA are conscious of the 


tedious gameplay and 
thought this wacky robot 
idea would ease things 


PAUL 


along a little! To be fair, it does to an 


extent, and the many sight gags compen- 
sate for the atrocious one-liners at least, 
and BOB’s interaction with the remotes is 
more easily explained away by the fact 
that he’s not human. The emphasis of the 
game is based largely around exploration 
rather than good old blasting fun, In many 
cases the gameplay is reminiscent of 
Acclaim’s Alien III, minus the prisoners 
awaiting rescue. Unlike Alien III though, 
BOB's escapades fall to grab the player 


fails 
ing the 
neg 


AQT ARMS 


The very sight of a magnet leaves 
BOB's joints quivering. It is some 
comfort to him, then, to have 0 
variety of fire-arms available for his 
protection against rather more 
gruesome opponents. For starters 


BOB packs a reasonable single- 


=] shot weapon but has the follo 
array of upgrades for his benefit: 


1, MISSILE LAUNCHER: Fires 
powerful homing missiles. 


2. PULSE LASER: A wide-ranged 
wove-like projector that's incredibly 


powerful, too! Not quite so ay- 


may-zing as the Lightning Bolt, but 
slightly easier to grab hold of. 


3. FLAME-THROWER: Echoos of 
the film Aliens resound about the 
caverns as BOB incinerates every- 
thing in his path. Range is some- 
thing of a problem, but there's 
power galore. 


GRAPHICS 


‘Very slick sprites and smooth charactor 
‘onimation, 


‘Y Tho beckrops ere all proty dell 


SOUND 


PLAYABILITY 


‘Al's lavolving forthe o while. BOB is 
‘adept at mony things ond so controlling 

‘him s fun for whl. 

"WThe poco is way too slow for ot least third 
ofthe game. 


LASTABILITY 


hago game with « decent lovl of 


"¥ Unfortunately, t does ite to sustain 
Interest and may bo forsakea for something 


i 
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Dice, die, you Dog-faced rubber-necky thing, you. 
NINTENDO 44 


As if things werét'tooky enough! Wednesday has been a perfectly taunting child, She's gone and 
devised a simply\tduertitrous game which will drive her darling wretched brother, Pugsley, to 
happiness, How absolutely delicious! Wednesday has hidden six wonderfully strange items some- 
where about the Addams Family Mansion, Now, you must guide poor Pugsley'on his quest to 
uncover them. Traps, traps, traps you say! Well , yess What else would add so much lovely horror 
to this unaturally delightful fun? Little Wednesday, sofullof charming woe, has made sure this 
adventure will be a doom-filled-doozy. There are even hidden switches all about, which produce 
the loveliest blood-curdling effects when Pugsley runs into them. 


OCEAN SOFTWARE LIMITED 2 CASTUE'STREET - CASTLEFIELD 
MANCHESTER ,/M 41Z - TELEPHONE: 061 832 6633 - FAX: 061 834 0650 


inbee and Winbee enjoy doing every- 

thing together. They are, you might say, 
the perfect couple. In the bath- 
room there are 
matching Twinbee 
and Winbee tow- 
els, in the kitchen 
cupboards you'll 
find matching 
Twinbee and 
Winbee crockery. 
Everything they own 
has its twin - except 
for underwear, of 
course (we hope)! 
This sad, sad couple 
are also the darlings 
of our future Earth’s 
defence force and the 
two ace pilots of 
bizarre-looking space 
fighters that are also, as 
expected, a matching 
pair. All excepting the 
colour that is, as 
Twinbee’s craft is blue 
whereas Winnie's, if we 
may call her that, is pink. 
Bleuch! 

Anyhow, the day arrives 
where a mad scientist 
named Dr Mapdock decides 
that it is about time he took 
control of the World and 
everything in it, which includes 
our heroes’ special friend 
’Madoka’. This hehas decided 
as a direct result of reading 
‘Mad Scientist Weekly’ for the 
past three months or so. This 
ill-informed publication 
fails to point out, how- 
ever, that all mad-sci- 
entist’s plans are 
invariably foiled by 
heroes such as 
Twinbee and 
Winbee! 

As Twinbee or 
Winbee, or indéed 
both, should you have 
a co-operative friend at 
the ready, yourtaskisto 
fill him in on these missing 
details to his plot and do away 
with his imaginative force of madcap 
creations in the process. 

The game itself is a vertically-scrolling 
shoot ‘em up affair with Twinbee and 
Winbee taking to the air over the seven 
locations Worldwide that the Doc has recently 
occupied. Underwater cities, colossal airships 
and even a Great Wall of China look-alike are 
amongst the places that the ‘bees infiltrate 
with cannons blazing and bombs droppifig in 
the most bizarre possible way, Another 
Konami classic?’ Read on and find out. 


(@ With 0 sudden change of 
heart the valiant Twinbee 


tosses 0 few onion rings down 
to the starving pirates! 


SUPER NINTENDO 


OTE RTAIIN LAT P15 TOM 


LIFE 
PRESERVER 


Another aspect in which Pop 
‘n’ Twinbee differs from the 
norm is that the two fighters 
have life metres as opposed 


he usual stock of extra 

ips. This means that any 

hits register on an energy bar 

and any damage is replaced 

by collecting heort icons. Such jum 
icons are obtained by attack- 
Mapdock’s ground forces 


es. 
O 
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Before battle commences the player is provided 
¢ with on option screen to adjust the path of the 
ship’s ‘options’. These are the drones that sur- 
round the ship whenever a 
green bell is collected, 
There are two such 
options to collect in two- 
player mode, four if you 
play alone. The ship's 
options have three pos- 
sible routines to follow: 
MIMIC: The drones 


trail behind the ship as it 
moves. 


© You've heard of Pipe Dream, but 


CIRCLE: the drones rotate about the nating on prepare you ris plo 
ship providing covering fire in all direc- bing nightmare on level se 
tions. 


SURROUND: The 
drones cover all areas of the 
screen by getting behind or ~ 


at the side of the enemy for- 
mations. 


of the deadliest choclate orange 


laying eyes upon! 
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CLOUD BURSTING 


Pop ‘n’ Twinbee shies away from the usual methods employed by most shoot ‘em ups, 
this is made apparent by the way each bee is powered up. Rather than collect icons all 
power-ups are represented as bells! These are discovered by shooting at clouds. 
Shooting at the bells that emerge changes their colour . Each shade dictates the 
power-up’s effect 

Golden: This is the colour at which the bells first appear. Collect one of 
these to accumulate bonus points 

Blue: These give the bees a speed boost which is always useful for 
nippy manoeuvring 

Pink: Provide the bees wih a force-field. 

Grey: Arms the ships with a powerful, plasma-type weapon. 

Flasher: Replaces one of the special Chibi attacks 

Purple: An all-encompassing spread-gun is yours. 


(© Admire the scenery but dont get 0 
strated, There's 0 screen! of scum to 
waste before you go ony further. Boyecee! 


Both Twinbee and 
Winbee’s ships are armed. 
Literally. On the end of 
each arm is a boxing glove 
that is used to throw 
bombs onto land-based 
enemies. Close-ranged, 
punching attacks are also 
possible by keeping Twin 
or Winbee’s finger on the 
bomb button. This acts as 
on effective back-up to the 
other, long range 


BOSS ANTICS weapons. 


4 Go for the blue eye, toking core to 
avoid his lose by constontly moving. 

2 The blue laser ies straight down 
whereas the frre mounted lose follows 
your ship's movement 


'3 The legs turn into rocket lun 
here. The misiles ore easily destroyed by 
fring ot them. Concentrate onthe eye! 
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HE BEE/SHE BEE 
CHIBIS 


In addition to the usual stock 
of weapons each bee possess 


Bc ‘Chibi’ attack. Chi Bi is 
the Japanese term for 
‘childlike’ and so the 

Chibi attack releases a 


squadron of mini Twin 
or Winbees to assist for 


Saag) short while. During 
- this time their mother 
4 ship is indestructible. 


MORE BOSS ANTICS 


4 ‘Hands up! The very frst bo 


eld captive by this 
foiling contrap ! 
3 Blow is top ige the conno ah a the pirates’ 
ved faces os you blast them into submission! ; 
inthe middle is the ast of Twinbee's problems - for 


THE 


It's great! 
It covers 
loads of 

video and 
computer 
games! 244 
164 packed pages 
Free Tips 


From the makers of . 
rev1eu 


MAGAZINE SYSTEM 


DA. NMS WILL SEE YOU NOW! 


Good day to you, please take a seat and tell 
me yout worries. Oh, too uncomfy to sit 
down, is if? Oh, well stay standing then... A 
bad case of game grapes is it? No, oh game 
gripes. | do beg you pardon. | prescribe the 
following pages. To be digested immediately 


STA RWING 


In this, the first part of our ongoing StarWing 
guide, we begin to reveal every aspect of this 
stunning 3D blaster. Starting this issue with the 
first mission, we guide you ship-by-ship through 
its many waves, before finally clearing up a lot of 
the mystery and rumours surrounding the infa- 
mous hidden worlds. Prepare for the ultimate 
StarWing experience - only in NMS! 


As Dave Kelsall is always saying "size isn't every- 
thing’, and this is never more true than in our 
small fips section. Yes indeedy, countless Super 
| NES, NES and Game Boy games have their inner- 
| most secrets revealed within these pages, extend- 


| ing their longevity slightly and allowing you to 
| pass that tricky level or boss with ease. 


PRINCE OF PERSIA — jihuittesice 
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PS AND TACTICS — 


Wahey! This month the gallant Persian Prince 

finds himself midway through our excellent guide 
to Jatfo's trap-laden castle. However, armed with 
our tips on how to avoid certain death in the 

shape of the game's many pits and traps, that evil 
kidnapper will be getting his comeuppance in no 
time - well, next issue, anyway. 


The main aim of the training mode is to 
impress upon General Pepper that Fox 
McCloud is o worthy leader of the team. He 
needs assurance that his ARWING prototypes 
are in capable paws! Thus, it is 

Fox's task to successfully fly a 

clear path through the centre 

of fifteen rings which Pepper 

has had erected above the air- 

field. Pepper's admiration for 

Fox's worth grows with every 

five rings pierced. Use of the 

ARWING’s retros to slow down 

whilst passing throughthe 

sixth and eleventh rings makes 

manoeuvring through the rest 

much less of a problem. 


Stuck ii 


‘4. Keep your Arwing lined 
up withthe outing. 


NINTENDO RELP orolth 


Our guide takes off on what are essentially the basics - 
with a little decorat! of course! It informs players of how 

pect of al Pepper and your dedicated 
wingmen is earned. We also fly Fox McCloud through the 
entire first level mission and reveal its secrets. Finally, the 
first part of our guide lands in style with three of the 
gume’s best kept secrets. So, with a brief adjustment to our 
neckerchiefs, and leaving Slippy to do what the heck he 
wants with his beads, let us take to the ARWINGS and be 
off! 


"YOU'RE G-G-GREAT, FOX! 


They're Slippy’s words, not ours! Yet the only 
way of earning such respect from Fox's amphib- 
ian-like wingman is by having Fox fly in perfect 
formation with the rest of his team. As soon as 
Fox's buddies fly overhead engage the 
ARWING's boosters to join the 
hoppy throng, then follow 
this pattern: 

Fly the ARWING: Hard to 
the left then wait two sec- : 
onds; hard to the right oS 
then wait two seconds 4 
Left o little, then right a | & 

little. Pull up for about + "ame 
four seconds then dive 

back down to the original position 
Now roll onto the left wing then straightaway 
onto the right. Barrel-roll (hit the roll button 
twice) on the left wing. Then fly to the left a 
touch now, followed by hard right whilst execut- 
ing o barrel roll on the right wing. Wait for two 
seconds then do the same to the left, Wait for 
two seconds and ease back into the centre of the 
flight-path. 

Once perfected this routine is by far the most 
rewarding feature of the training mode, Aw, 
heck! It’s just great to have the respect of your 
mates isn’t it! Even if the compliments are com- 
ing from a frog! Ribbit. 


wer steer 
60 BAC TO. THE 
lovee, races 
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men 


SER 6-o-orent, 
room vuserin 


4. Slippy comments on your fying prowess 
bot at's foci, training was 0 doddle so its 
time to stort for real! 


LET'S GO FOX! 


qin sores 
| ‘4 1 DOUBTED You 
O% press starts 


Swe 


4. Pepper's revelations should encourage you to proced to Level One for 
the ea thing’ 


Nintendo game? Call the official hints and tips Hotline on 0703 652222 


NINTENDO HELP SYSTEN STARV L 


THE FIRST MISSION 


As this is the very first stage of the easiest 
route open to Andros it functions as a quick 
introduction to tactical basics. 


Wingmen: The depend- 


ability of Fox's wingmen is 

made apparent almost straight 

away as Slippy demonstrates 

how flying through the arches 

grants a skillful pilot with twin- 

blasters. This is about os useful 

as Slippy gets, however - his 

piloting skills are disastrous at 

the best of times! That said, all 

of Fox's partners enjoy taking 

out as many ‘astro geeks’ as 

the next fighter - in fact, Fox grants at least 
two bogies to one of his wingmen mid-way 
through the Corneria stage. Remember that 
Fox's percentage rating at the end of each 
mission accounts for enemies downed by his 
wingmen, too, so it isn't always worth bag- 
ging everything in sight, especially when 
there's the offer of assistance! 


Secret NOVA BOMB: there iso 


Nova Bomb hidden to the right of the last set 
of buildings, just before the half-way supply 
ring. This is in addition to the one offered by 
the patrolling hover-tank which is encoun- 
tered as a wingman tags two enemy aircraft 


BOSS 1 APPROACHING 
ATTACK GARRIER 


Here is as good a place as any to practice 
the deflection of laser fire with the barrel- 
roll technique. This allows the ARWING to 
remain in the central, optimum position 
for attack after destroying the aircraft and 
missile launchers. 


ah Hey TEL, Co Last 


4A The saucer buys the frm, 
1 The Attok Corrie isthe first reo threat that 
Fox fces on this stoge, Destroy the Carrier's 
founch hangar fist, then toke out th 

pods 


A. Flying through the three arches ot the 
start ofthe game wll presenta twin blaster 
for your deca 
The intrepid 
im is sighs Blas it quick 

Aonks on othe surface, 


has the Venom saucer 


Saucer Attack: 


As Fox approaches the half-way 

supply ring, a Venom saucer flies overhead. 
Engage the ARWING's retros to slow and 
blast it from the skies. If left for too long, the 
saucer drops more troublesome tanks for the 
StarWing crew to dispose of. 


? Call the official hints and tips Hotline on 0703 652222 


The asteroid belt in level one is one of the 
most exciting stages in the game. Not 
because of difficulty but 

because it is the area where 

the infamous ‘Black Hole’ is 

found, First things first, 

though: 


Fly the 
ARWING through the centre of 
the triangular, breakable 
meteor formation - encoun- 
tered shortly after one of Fox's 
wing men gives chase to some 
‘enemy fighters - for this welcome 
power-up. 


itis 
especially rcare not to stray 
too far outside the designated 
flight corridor for fear of 
ing important chances of max- 
imising that percentage rating! The Twin 
Blaster, for example, is the first reward to 
escape Fox if these guidelines aren't followed. 


The centipede- 
like missile formations are more effectively 
removed by destroying the blue head first os 
the trailing, yellow missiles immediately fol- 
low suit. 


red Rock Crusher action scones 
of 'FOX' home video. 


‘A Fox and the teom race through the aster- 


oids towards the inevitable confrontation 
with Andros 


Y The awesome Rock Crusher isnot os 


deoadly as its oppeorance would lead you to 
Blas its Gun pods, Marlon! 


BOSS 2 APPROACHING 


This lumbering monster isn’t really built 
for combat and is a classic case of that old 
‘bigger they are; harder they fall’ adage. 
Clear the diamond-shaped plates of the 
laser cannons and then steer clear of the 
jettisoned battering ram. Now simply posi- 
tion Fox's craft directly opposite the cen- 
tral cannon of the crusher and employ the 
barrel-roll technique to deflect the blosts. 
Don't concern yourself about the missiles 
5 the crusher explodes long before they 
reach the ARWING. 


SECRET LEVEL 1 


The amount of phone calls we 
receive regarding the where- 
abouts of this is shamefull 
Basically there are three suc- 
cessive clusters of five meteors 
with a breakable meteor at the 
core of each, Fly tHe ARWING 
toward these centres. Hold fire 
until the meteors almost crash 
into the ship then fire 

After the third formo- [Fxa 
tion is dispersed, a ‘ 
grey meteor with an 

ugly face" upon it 
appears in the bot- 
tom-left.of the screen 
Blasting away at this 

reveals the black hole! 


First of all there is an 
extra. ship ‘triad’ 
‘awaiting shortly after 
entry. Next, Fox | sweu 
approaches blast 
gates which conceal spgcial 
power-ups - either 
Blasters or Nova bom! 
most beneficial aspeg 
mecha graveyard, ti 
that it is a short “4 
later levels! sos 

By passisi@Rrough the first 
of theseififs, represented as 
gold&h supply rings, Fox is 
whisked off to Sector Y - the 
fourth stage of the level two 
mission. Should Fox choose 
the second exit gate he finds 
himself at the start of Sector Z 
= the fourth stage of the level 
three mission. Finally, by opt- 
ing for exit three, Venom 
_ awaits! Although this is only 
othe, Venom stage found at the 
ir ae ‘one. 


pattern 
itself-so it 

fo collect what- 

F power-ups ore 


equired, choose 
he desired exit and 


get the heck out! 


We flew Fox's 
ARWING for about 
twenty minutes in 
the black hole, 
avoiding all the 
gates, ond 
absolutely nothing 
special happened! 


TON 


By now, Fox's ARWING is faring well. What's 
more he is able to increase his chances of vic- 
tory by grabbing the extra ship from the triad 
ot the start of this stage. Next, he encounters 
one of the armada’s huge navigation ships. 
These ore no great threat but fall impressively 
after repeated blosts to their antennae. 

As the aim of this part of the mission is the 
destruction of the armada’s huge battle cruis- 
ers it follows that Fox and a fellow brave 
wingman launches an attack at the first 
‘of two. Two ARWINGS - Fox and who- 

‘ever - scream down the exhaust port of 
the vessel and destroy its core. Their 
passage is blocked by gotes and 
doors, the routines of which require 
committing to memory. Vertically 
operated gates are the first kind to 
greet Fox and their direction is 
indicated by the arrows embla- 
zoned on them. The other kind 

are horizontally sliding doors 

which are simply blasted out of 

the way. No worries! 

One point of note is that 
the armada stage begins with 
the first-point perspective 
view, When flying inside the 
battle cruisers this perspective shifts 
to that of the standard, from behind the 
ARWING, Re-adjust upon destroying the bat- 
tle cruisers’ cores and re-entering space as 
this makes the going much easier. 

Alter scrapping the second of the 
battle cruisers engage the ARWING's 
retros as there is a huge transporter 
awaiting! Blast this and head left as 
there are three more for the taking and 
a supply ring which aids Fox's 
ARWING's depleting shield 


5 


‘through floctng tunnels to collec the 


Wakes: i BOSS 3 APPROACHING 
ATOMIC CORE 


Open the core by eliminating the three 
pods first. Now punish the core as it 
opens with everything that the ARWING 
produces, barrel-rolling for all Fox is 
worth to deflect cannon fire. The Core 
explodes within seconds! 


There are four power-ups 
‘waiting collection on this 
funland turned gloomsville. 
The first two - a Nova Bomb 
and Twin Blaster - are 
placed within the high- 
speed pillar section, 
although it requires some 
nifty flying to snatch them 
both! Take the centre route 
for the bomb then bank the 
ARWING right to account 


wary of the cannon place- 
ment, though. 

The third item is another 
extra ship which is placed 
dangerously close to a laser 
cannon placement! Use the 
retros to slow the ARWING 
down and take core of any 
danger first before activat- 
ing the triad and gaining 
the extra ship. As for the 
fourth collectible, this is yet 
another Nova Bomb which 
resides behind a left-hand 
set of sliding doors. 

IFyou still have trouble 
evading enemy fire, remem- 
ber that the blue/grey tanks 
release shield-replenishing 
rings when destroyed. 


THE FOURTH MISSION 


for the Twin Blaster icon. Be 3 


BOSS 4 APPROACHING 


As Fox blasts away this droid’s legs it 
attacks with cannon, flame and missiles. 
Use barrel-rolls for the deflection of can- 


non fire, intercept the missiles (obviously!) 
and stay clear of the flames! Fly above or 


below the Insector as it twists toward the 
ARWING depending on how high or low 
its flight path is. Mere use of the retros 
here is no defence against a tragic colli- 
sion! Once the Insector’s legs are com- 
pletely shattered it only requires a few 


more hits to the main body to seal its fate! 


NINTENDO HELP syoTen 


Bose Meteor. 


Y Acxtra bomb awaits our hero on the Battle 


THE FINAL MISSION 


Bearing in mind this is 
the final battle, the — 3 
programmers have got | 
something really nasty 

in store here. Venom is 
ectually split info three 
sub-stages-the approach, 
Andros’ base, and the 

final approach. 


Fox's reflexes are tested 
here. Shoot everything in 
sight by tackling the most 
direct path possible - this 
way the enemy croft and 
their missiles fly conveniently 
into Fox's sights. The only 
points to worry about are 
those belonging to the big, 
fat missiles which sj 

four upon being hit. Only 
then is wild evasive action 
necessary, but be sure to get 
Fox back on line as soon as 
possible! 


A The lnsectors revolving 


nfl massive 
Dodge, then blast 


deadly plosmo-thrower, 
Keep a cool head Fox! 


‘A The Phontron attocks with missles. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


Aside from the many pillars sent for the purpose 
of blocking Fox's path, Fox’s main worry are the 
massive sliding blocks. Each block has one huge 
arrow on its side, the position of which dictates 
the way it moves. Flying the ARWING to 
the side which the arrow is pointing is 63 
greeted by several tons of alien metal | 


Pe to his whiskers. This is not advisable, 

5 so alter the arrow’s position by using | 
x _— the ARWING's blasters ond fly to | 
- the opposite side of the pointer. A 


Twin Blaster and a bomb await if 
A 3 the correct route is successfully —_— & 
. navigated through this tricky 
section. 


As far 
as the falling blocks at the 
end of the stage are con- 


PD cerned, tackle these by 


rolling the ARWING onto either wing 

then straighten up and thrust away beneath the 

final two slabs to steal the Twin Blaster icon. ‘¥ Fly inthe opposite direction to 
the arrow. Or ee 


‘4 The opprooch to 
Venom is swarming with [og 
mines ond missiles from 

the surface, Gumph 


Yes it’s this no good, junk-heap again! 
However there's more to worry about 


this time. First of all, the Phantron tries 
the old ‘split into three’ gag and it 
. ‘oppears that taking out one head of 


the three is all that sending 
Phantron packing requires. But 
no! Phantron transforms into 

a two-legged beast, throw- 

ing absolutely everything 


Phontron is the Tommy Cooper of the 
Andros fleet. It does its limited best to 
. outfox the Fox but is very predictable. 

After shifting to the left and right in 


Fox's field of view and launching mis- possible at Fox's ARWING! 
siles, Phantron splits into three. Aim for @ Lasers, cannon fire and 
the centre of its head noting which ae Tee | missiles all hurtle towards 
- section takes the damage. _ Fox, but cannon fire is 


Concentrate on this section and it 
soon backs off, but don’t get too 


excited yet! Phantron now performs 
T=) © pitiful aerobatics display then 
repeats the same sorry illusionary 


trick as before, although it now 
moves far quicker! Caimly flying from left 
to right, avoiding the missiles, whilst firing 
in Phantron’s general direction finishes 
the job. 


easily deflected with bar- 

rel-rolls and missiles shot 

down. The only method of 

the Phantron’s attack wor- 

thy of note is its leap toward 

the ARWING in a crushing 

attempt on Fox's life. Keep the 

ARWING as low os possible ot 
this point. 


\e 
P iA 
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‘Telekinesis: n psychokinesis carried out 
st an appreciable 
well Andross’ abi 
matter have difficulty coping 
with the small matter of an 
ARWING prototype current- 
into anti- 
matter! Venom’s resident 
mod scientist is intimidat- 
ing but soon falls when o 
cool and calculated 
attack is used. His eyes 
ore the vulnerable 
points and only minor 
adjustments to the ARWING’s flight 
path essary when avoiding the 
telekinetic bombardment. 
Avoid: swooping about the 
screen in a blind panic at oll Andross becomes 0 giont hoover in on attempt to suck up Foxy! 
costs and take one eye out 
at a time. When both eyes 
ore blown out, the face bursts 
‘open and reveals a dread 
cube of doom (or something). 
One carefully aimed Nova 
is point wastes him. 
If, on occasion, he’s 


‘again - simply repeat the process. 

Andros eventually splits aport at 

the seams and allows the player to 

sit back and enjoy the most spec- 

tocular end sequence on the Super 

NES to date! { ‘Avoid the spinning plates which are inde- 


structble then target Andross' remaining ey. 


(Once the two eyes hove been 
destroted Andros is revealed in his cubular form. The 
g: t. ube spins about quite quickly but cannot attack. Blast the cube with 
SHIELO i ‘everything you've got fats befor e the metal face raforms around the 
abe 


tips Hotline on 0703 652222 
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OUT OF THIS DIMENSION 


After considering the possibility of soving 
this final piece of classified information 
for next month’s conclusion we've now 
thought far better of it. Hey, our phones 
are taking enough stick already! The 
route to ‘OUT OF THIS DIMENSION’ is a 
secret, at least it was until now! Here's 
how to get there: 


Choose the level three route to Venom - 
the toughest one - and continue as nor- 
mal. After clearing Corneria of all its 
problems, especially ‘Destructor’, enter 
the asteroid belt (not that you have much 
of a choice in the matter). Notice that o 
succession of three huge asteroids, 
pocked with craters, fly toward Fox. The 
second one, which approaches from the 
right-hand side, is the one we're con 
cerned with. Hove Fox blast oway at this 
until it explodes. A speckled egg bursts 
forth, and cracks open when shot, even- 
tually revealing a strange bird. Our 
feathered friend flies towards the 
ARWING. By successfully flying the ‘4. AsFoxblsts the fruit machine, «huge foreild in the shape ofthe 
ARWING into the bird's word ‘Paused' gets in the way. Or something 
mouth Fox is token to 
another dimension! 
Origami: Fox is 
attacked by mysterious 
sheets of an unknown 
substance which form 
into aeroplanes and 
other similar objects usu- 
lly associated with 
poper. Survive this, and an 
enormous fruit machine 
flies into view, and is 
played by firing at its lever. 
Any configuration of the 
three images which features 
Andross’s head results in 
attack, whereas an alignment = 
cheapihing elie coves the ‘Y Ego commer os Foxy bass his way through the credit scenes, Blimey, 
machine to release coins which with tha sid jst how am going oil ll this option space? Oh 
replenish the ARWING's shield. When 
Fox scores three sevens he wins 
Unfortunately for both him and the play- 
er there is now no way out! The words 
‘The End’ cascade into view in a jumbled- 
up fashion and are arranged by blasting 
them into order. The major downside to 2 i J 
this magnificent discovery is that there is be Sr 
no escape from this final routine. Fox i~e 
fends off the occasional fly past of g PRESENTED 
Venom fighters and continues re-arrang- — 
ing the letters but to no avail. He’s : 
trapped in here forever! Or until you : 
epee ser ober et nan ae you NINTENDO 
= * 


next month. 
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HPS AND 


Excellent! It looks as if the most tired a 
the magazine - the NMS Small Tips - is finally venturing 
out of the intensive care unit. Mind you it seems that the 
entire population discovered the pond of happiness in 
Zelda Il this month! This is fine hut just don’t keep telling 
us, OK! What do you suppose the player's guide is for?! 

The Game Genie and Action Replay codes are welcome 
as always, but the best tips are still the simplest. Basically 
if you think you know something about a game that 


NES 


listless case in 


TRONCS 


nobody else does, send it in! Who knows, by working 
together we may well furn this into the falking point of 
the entire magazine! Well, not quite but we live in hope. 
We've yet to see a decent Tuff E Nuff guide and so some- 
thing along those lines for next month’s pages please! 
Meanwhile check out Gaby Stergides’ crazy Action 
Replay codes! Send your small tips to FREAK, YOU ARE 
SCUM! TIPS, NMS, PRIORY COURT, 30-32 FARRINGDON 
LANE, LONDON. ECIR 3AU. 


GAME Boy 
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si UPER NES 


ae i 


sign Editor, Gory Horrod, Ben Isao 
he also provided these codes 


freaked out, psychedelic bock- 

Beri confusing play ot thebestof 
mates worse for yoursell with his 
replant Let 

the cursor down to the 


START. By pressing the B 
tone 


jame? Call the official hints and tips Hotline on 0703 652222 


SUPER STAR WARS. 
l wrote in with the cheat 


ployer cannot do once itis intlled! In 

Of course you ore! On the tile screen pe 
A,AX,B,B,B,B YX KXX, 41, ¥ 
The sound of Jo ins at he 


debug menu This is done by seg tae 
ond RIGHT buttons: ‘on controller | two) 


ADVANCED 
TECHNIQUES 


There are a few manoeuvres to master, which are 
then used again and again,.so it’s wise to learn 
them early. They are: 


‘SWAPOVER’ 


The swapover is a 
fighting technique 

which allows you to 

turn the tables on 

your opponent when 

in a tight corner. 

Instead of thrusting 

or parrying, just 

hold the B button with your sword 

drawn and move towards your opponent. You 
should flip to his other side, 


‘PUSHOVER’ 


This second tighting 
technique should be 

employed after level 

10, when there is 

usually some hazard 

on screen with the 

fighters. Instead of 

having a protracted 

duel, make a determined effort to push the 
guards into slicers, onto spikes.and over 
precipices. It may cost a cdiiple of bottles, but 
‘saves you more in the balance, 


‘SLICERS/FLAMES’ 


On later levels, slicers 

or flames come in 

groups, so tip-toeing 

through is the only 

option. Always move 

just as the jaws shut. 

it you are in a room 

of slicers, it’s easier 

to time the move by concentrating on one set 
ata time. 


aay 


Your first objective is a 
detour for an extra point 
potion (A).Goleftand.then = 5 
climb up all the levels until 
you reach a brick wall. Step 
through this cunning mirage 
and collect the potion, Then 
lower yourself down. 


2. Run right, jumping the pit to hitthe tile at 
(8). Quickly jump up and dodge under the 
falling gate on the same screen (another close 
call). Now left and up, locating the tile in the 
room with the slicer (C), which seals the gate 
open at (D). 


3. After passing through the gate, 
lower yourself down and step on 
the loose tile, whilst holding B. 
Erk! there goes my lunch! (E). 
Make your way right carefully, to 
an exit door with a room directly 
beyond. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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5. When you reach the Sultan 
(B) some specialtactics are 
required. Parry continously (with 


4. A short level that doesn't 
present too many problem: 
your much honed skills. 


not foolproof 
increase your ghances. With him 
dispatched, head left, and don’t 
be afraid to jump into the abyss 


ledge (A). From there, go left 
and up. At one point you must 
do a standing jump, turn and 
grasp to avoid falling. 


= Se Youre falling! Hold 
B button to grab the 
ledge. Now go left and ° ae 
push the next two skele- —- “i 
tons off (A). This calls “A 
for a more aggressive ©. 
fighting technique. After aie mh 
you kill the next skele- Sys SS ES Z 
ton, you may take a 
short-cut by pulling + 
yourself to the ledge 
above (B). 
y 8. The path to the exit means golqgamemaalgny 
a to the exit door, then dropping down to the acti- 
vating tile (D). Jump over the skeleton to avoid a 
conti and compete the cireular route 
« 5 back to an now open exit! 
- % 
B é 
7. On the next screen with a skeleton, there iS @ me sails ‘ D 
Secret room, found by going left, jumping up, and 
going left (C). There's an extra point as 


rewardeYou,can then avoid fighting the skeleton 
by to its level, then retreating immediately. 
it jumps down to fight you, but has no room and 
plummets to its doom. 


 § rn 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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9. From the stastFoom 

go right and climb up: 

After the two guards go 

right, down anid right to a 

loose plat at the far 

right (A). Drop this, and 

hold B. Now let yourself 

drop down and go left. 

Use the swapover tech- 

nique to pags the guard. 

Now go left across this 

level, being wary of the 

gaps at the.start of each 7. Press the tile, then jump back across the 
screen. Take single steps gap and lower Yourself. Quickly:go'to the screen 
as you enter each screen. to the right, ducking to avoid the falling gate. The 
At the far left is a door screen to the right ends'with a drop: Jump off 
‘opening tile, this, but keep holding B! You land temporarily on 
a loose tile (B), which falls, sealing a gate open. 
Meanwhile, you grasp a nearby ledgePull your- 
self up, then cross the gap and climb down. Head 
fighty;passing Very gingerly ao the flames 
before reaching the exit. 


12. Go right, 
down and right, 
and through the’ 
first gate. Stand 
at the edge of 
the fourth tile 
and do a stand- 
ing jump, to get 


1. From'the entrance go = 
ight, making pains not to drop 
the loose tile at (A). When you 
rn this way, be equally 
F careful not to hittthe tile 


n the two gates. On your through the 7 
h rightwards are i feo gate (8) ;) 
in the next 


guards. U: 

them to d 

guard, run into th 

start the fight as far right 


possible. Run.across the col- 
lapsing tiles,and push a loose 
roof tile out, the go up. 


Step through the ni 
then take a rus jut 
cavern (C). Go up ant atro 


14. Go lett, through two gates and across 
araft of looseitileswAt the end is a magic 
potion which allows you to fall slowly for a 
long distance, However, directly below is a 
life-bar extending potion, so don't just jump 
off into thin air. YOu sWOuld.Jower yourself 
down. You still have timéite get the potion 
and fall off (D). At the Bitigibottom, the ad 
out is right, through, slicer central ( 
Concentrate on each slicer 


er if you realise that tt 
ly work in ae 


13. Head right, and into another double-gate 
conundrum. You should stand at the edge of 
the first tile inside the first gate, and take a 
‘standing jump to land just beside the slicer. 
Now head ro - 
more, but this time lower yourself down the left 
hand side. G 

about face to climb the ledge. From there take 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


1 
LEVE! 13 
7 q 


7 5 Go right, jumping across 
HEB S=CIEIN Secthit ong is dorvens a door 


N tite. Go down through the gap 
Ignore the potion near the NS and jeft through the open gate. 
entrance, instead go left, taking = Atile located at the far left, 
arunning jump as'you hit the Lae undefheath the shaft, is your 
panel. In the next s¢reen, _ : target before returning right for 
pushover will dispose of a $ two , to the room with 
guard, Lower y do} N two (8). Take the lower of 
into the screen With tl ion. bg _these ch , and run right 
= through the room of falling tiles 


Now, lower yourself i 
next Seren, but hold @ ( 
When the screen apy 

quickly release then. 

again. You should fall SP 
the next ledge. Step tl 

the slicer to.confront your foe. 


Mf you don't pause, 


7 THE next section is a: ~ 
PASSWORD detour, for the reward of.a bot- 
7TP!W tle. Go to the left and climb up 
‘and right, where a guard waits 


near the ledge you are climb- 
ing. Getting past him is tricky, 
and is only possible by a skil- 
fully executed pushover. The 
bottle is above. Now to the 
level end. Go right, jumping 
through the gate two screens 
away, watching outfor the 
spikes in the corridor beyond. 
From the room of two slicers, = > 
follow this route tolocatethe ==» = Sa SST) 
level door tile (C). 


\ 


SMA ME AMA 


|| | | | a | | | | 


: ? i : a 


a ae eee 


On your way back, Jaffar presents himself, and it seems he Crump! The travails of arduity'are not yet over. 
has you trapped. Stay calm, and wait at the gate for help to come Aaere 
(D). Now 90 fly right and up. The as on the right-hand side _» There’s still seven levels to go and it ain’t over 
opens a ‘0 the left. A standing jump is sufficient to get A i Y 
through tthe next puizske abncoms the conveyor and the gies. ‘til the fat lady sings! Hear her warbling next 
You must jump through the slicer onto the conveyor, and you month when NMS bring the curtain down on 
must swapover sides in the battle, or your man will dieas he 
sheathes his scimitar. From here, finishing the level is a breeze. Prince of Persia..Forever! 


- re 
= & SS Si 
a _ SS > 
a ES | 
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WERE GIVING AWAY UP TO £10,000 WORTH OF PRIZES TO LUCKY MEMBERS - 
JOIN TODAY FOR YOUR CHANCE TO BE A WINNER WITH SPECIAL RESERVE 


SUPER NES'S 


0279 600204 


The Biggest and Best computer games 
club in the world, Probably. 
Join now from £4.99 (UK) and get ral this: 


JOYSTICKS STORAGE & CLEANING NRG - CLUB MAGAZINE 
__48 poze colow bi-monthly mogazine 
Latest News and Reviews 
NRG keeps you up-to-date on games and hardware 


Cver £30 worth of coupons 
in each issue of M ‘even more 


Save £££'s on games 
hundreds of special offers every month 


WIN £10,000 worth of prizes every month! 
sy fo ene competion Tn every ke of RG 


Advance Order System 
Order early. New games sent day of arrival 


Credit Card Orders 
Phone lines open to 8pm Mon-Fri & to Spm Sat & Sun 


FREE mean to the UK 

VAT & there's no obligation fo buy 

Miles ‘only supply members bet you can erder as you join. 
ship Fees: UK 


GAME GENIE 


LEADS 


‘SONY 14" FST 
COU 
TMONITOR 


WERE GIVING AWAY UP TO £10,000 WORTH OF PRIZES TO LUCKY MEMBERS ~ 
JOIN TODAY FOR YOUR CHANCE TO BE A WINNER WITH SPECIAL RESERVE 


Fee LA Le 10 dent dele, jon today 


We only stock offiial UK products 


SPECIAL RESERVE 
ES OE pox 847, HARLOW, CM21 9PH 


FOR A FREE 12 PAGE COLOUR CATALOGUE 
CALL 0279 600204 SEVEN DAYS A WEEK ! 
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REVIEW 


NO FUNCTION 


ACCELERATE 


(No FUNCTION 


i: Onan UP 
R: GHAR DOWN 


‘START: STARTS/PAUSES 
SELECT: MO FUNCTION. 


y 


1 sixteen locations around the world, men surrender 

to their urge fo SPEED. The grand prix tracks of the 
World Championship are where the ultimate synergy of 
man and machine takes place - for money, acclaim, hon- 
our and the sensation of SPEED. 

Any one of these events is gruelling enough, but as. a 
rolling season of races they take their toll on the driver's 
and the cars. Is it any wonder that the stars may have 
the occasional tiff with their manager? In the case of 
Nigel Mansell, it’s sadly ironic that his F1 game finally 
motors onto Super NES, just as he’s powering into the 
Indy league. But, chin up. As 
Fl Challenge is meant to be a 
racing simulation, there’s no 
reason not to grow a quick 
moustache and play out the 
1993 season that could’ve 
been 


THE OPPOSITION 


The Grand Prix consists of a cut-down field of some twelve drivers, which is bit 
limiting, but Mansell’s biggest rivals are there to race, The main challenge 
comes from Brazilian, Ayrion Senna, Germany's Schumacher and Italy's Alesi. 
Racing against them feels different from the usual driving games, as they 
exhibit a strong sense of character. Senna is a daring driver, but tends to 
judge pitstops badly, Schumacher is a dogged efficient driver, but less likely to 


take risks. 


This would be the George 
Best if it wasn’t for two fac- 
tors - the difficulty setting 
and the lack of seasons. 
Playing in arcade mode 
with an automatic gearbox 
is not recommended, as 
you'll be watching the end 
credits roll before you know 
it. True, handling a gear 
box is an added trial, and 
the simulation mode gives a truer feel, but 
this has to be one of the easier racing 
games available. But the feel of the game 
is immense, catching the sensation of 
speed and excitement perfectly. Using 
sprites instead of blocky Mode 7 has creat- 
ed a different effect, more like the visuals 
of arcade racers like Final Lap.The control 
method feels perfect, and most of your 
opponents behave like real racers — not 
just drone cars, The best parts of this 
game are the nerve-jangling neck-and- 
neck laps with Senna, when the points dif- 
ference is vital. For moments like that it 
cannot be beaten, But its overall weak- 
nesses prevent it being a classic. 


Two control modes, effectively diffi- 
culty levels, are offered, Arcade is 


the easiest control method, offering 


@ sensitive response and good cor- 


ner handling. The simulation option 


offers a subtly more reali 
‘approach fo handling and braking. 
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ASROFOIL PICKING PARTS 
The aerofoil affects the trac- 


tion of the car, thus altering its Before each race, qualifying and full, 
steering response. A low foil the option to alter parts of your car are 
keeps the car close to the given. These choices affect the fine 
ground, recommended for performance of your car, shaving sec- 
fight courses. onds off times. 


should be chosen — 

for courses with: RENAULT elF — 
out the need for as 
a lot of changes, 

‘or by drivers who 

don’t crash 

often, as they 

offer higher 

qatar TRANSMISSION 

expense of fost Selecting an automatic will give you less to 

worry about, but is potentially less efficient 


acceleration, 
than controlling the gears manually. 


eae 
HAGUI 


GOTCHA PENELOPE! 


Pitstops are necessary for only one reason: 
tyres changes. Tyres wear down at a phenom- 
enal rate, shown as a decreasing set of black 
dots on the right hand of the screen, Timing 
your pitstops is important, os taking one early 
may allow you to seize the lead loter. Avoiding 
the pits might be costly, as worn tyres mean 
‘automatic retirement 
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BEHIND YOU! 


‘One fun feature of Nigel 
Mansell is the time counter 
displaying the distance 
between you and your clos- 
est rival, This shows either 
your lead in seconds or, 
when behind, the lag 
between you and the leader 
is shown, To add to this 
backdoor paranoia there are 
two miniature rear view mir- 
rors mounted on the car, 
accurately showing cars 
just behind you. 


TYRES 
Review the weather conditions before deciding 
on tyres, Hard tyres give the highest speeds, but 
wear out quickest. The need for traction in the 
wet is vital, or the course becomes o skidpan. 


Playing similarly to the Super 
, .* Monaco GP arcade game, 
¢ # Nigel Mansell features top- 
notch graphics, ultra-smooth 
= 3D effects, stomach-churning 
mnt hills, big car sprites, excellent 
sound, brilliant controls, 
JAZ 9:22! playability and some 
wonderful presentation. 
However, there is one seriously major flaw: 
the difficulty level. | started playing a full 
season on the hardest of the two difficulty 
settings and came second in my first two 
races, then went on to win nearly all the 
rest, clinching the world championship in 
one sitting. And that was it - end of game. 
There is no way to make the game any 
harder, and I certainly didn’t feel any incli- 
nation to go and play it again. Had there 
been more difficulty settings to make it 
truly challenging, Nigel Mansell would 
have easily been one of the best racing 
games available. As it stands, racing fans 
are best advised to pass this one and head 
straight for Exhaust Heat Il, 


BATINGS qs 
/ BREAKDOWN 


CHALLENGE {) 

wEEMES. 

ORIGINALITY 
[um] fa) 


GAME INFO 


© CONTROL: 

© GAME DIFFICULTY: 
© CONTINUES: 

© RESPONSIVENESS: 
© 157 DAY SCORE: 


FIRE 30mm CANNON 


FIRE MISSILE 


THROTTLE DOWN 


i: CHAFF 
Rs FLARES 


‘START: STARTS/PAUSE/MAP 
SELECT: PAUSE/MAP 


recision bombing is a word with which we are all now well acquaint- 

ed. During the ‘Gulf War’ (remember the Saddam roadshow?), we 
learned how US pilots could guide their missiles up the exhaust pipe of 
an Austin Metro, using the latest technology (probably some sort of 
Super FX chip). 

However it ,er, sometimes transpired that the Metro In question was 
parked in the garage of a block of civilian flats, and not in the car park 
of Evil Dictators Inc. But war is War, and you can’t realistically, expect to 
achieve world peace without a few ‘mishaps. 

So much praise was vaunted on the versatile F15 and ifs pilots. the 
range of its combat uses is exploited In this areade-orlentated game, 
with both dogfights and long-range bombing sorties, Someone obvi- 
ously thought “Gee, I’m sure the kids would love to bomb the enemies 
of the Republic on their video game thingies.” So stand by for this scal= 
ing-spritey-bomb-a-thon. Deluxe! 


“A. Twoursors Having g fight, Or something. 


“A NSup fourmaliss try to spot Di intr bikini, 


| don’t know whether this 
gome wants to be a shoot ‘em 
1p, 6 Right sim - or bothl It 


‘styles, F1S fails to do either 
ROB ite hele on 


excitement. | also found the control method irtat- 
ingly awkward at times, particularly on bombing 
roids where the whole thing can get strangely con- 
fusing, The element ofstategy involved inthis 
.gome gives it o more brain-taxing dimension, but 


Vm not much of a fon of ‘realistic’ sims and so this 


foes Fontasy sland and kill Tatoo. 


- REVIEW 


oe 


- 


TEASING STRIPS 


It’s inevitable that you won't finish a mis- 
sion in one go, so your command hos 
arranged refuelling and re-arming stocks 
at friendly bases. These are either 
seaborne carriers, or landing fields. Yet 
another scaling viewpoint is used for these 
sequences. Landing soon becomes a rou- 
tine manoeuvre, on land at least, but there 
is always the slight peril involved of land- 
ing before the arrester hooks on the cai 

er. Overshooting them makes a hell of a 
mess of the deck. 


LES MLL) 


THREE TIMES TABLING |) RATINGS — 


The action of F15 is portrayed in three seporate 
formats, depending on where you ore, and what 
you doing: 


BOMB VIEW 


When you cross over a target si vie 


altered entirely, giving you an overhead view of 


the plane ond the ground. The background 
responds to changes in height by scaling bigger 
From this position you bomb the main target with 
missiles or connons 


PILOT’S VIEW 


This view appears if you come in the general 
p The vie 
y (low cloud 

aircraft are high y your HUD with a 
green box, and there is on automatic targeting 
computer for your missiles. You ne 
plone in range for about three seconds. This view 

nges when the plone is shot down, or 


= ut of range. 
AD wand onthe lt, youl se the Paraer team MAP 
nies see e' he are S A Ausotul password feature prevents you 
3 vs th @ theo and from constantly repeating missions. Mops 
icerning your cra s, | is and stats are clearly displayed. 


allJargets.ond sites, Onlir The lack of game options s one pointer to ; 


fiol to your mission's succe nall-scale 
map shows th habl the shallow nature of the game. 
; I, and impor f inter 
P splor aircraft 
‘A. Impressive sprit scaling, with a mos- 
ae sive magnification range. Good landing 
sequences. 
1's oll abit blocky, andthe graphics ofthe f 
. dogfight scene ar, frankly, cbysmal. 
F =X 4 t ‘A Excelent Land sound somples are the 
; é A ‘most atmospheric espects ofthe gome. A 
‘at ~ ‘smooth computer voice tolls you when it’s 
| § ae o Me bedtime for Boro. 
bo Not much in the way of good music. 
TANKS OIL REFINERY 
Extra ammo Extra fuel ‘A Simple engoging fun, ond the necessity 
of boing constantly alert. The bombing 
sequonces re by forthe best 
The variety im action is pretty minimal. 
‘4 The difclty curve is well bolanced 
offering longer missions, with less chance 
torelve. 
There are no new features or surprises 
(oxcopt night roids) in later theatres. 


Not aimajor game by any means, but 
those who are atfracted to a spot of blast- 
ing/action may reckon it a good buy. 

, a / 


Elite Systems Limited, 
Anchor House, Anchor Road, Aldridge, Walsall, West Midlands WS9 8PW, England. 
Telephone: (0922) 55852 Fax: (0922) 743029 


‘ogs have a hard time of it - if 

they're not biding their time 
sprawling on the dog shelf (Rochdale 
slang for floor), they're breathing 
dog breath and being hounded for it. 
The Family Dog of this scraggy tale 
fits this description very well. His 


waking hours are dogged by 
a young whelp named Billy. 
Young Billy has yet to learn 
that ‘play dead’ is a com- 
mand for a trick and not an 
excuse to go charging after 
your pet with an offensive 
weapon! 

In THQ’s latest game the 
action begins on a typical 


choice of chucking The 


it around his mother’s kitchen! Alas, _ game now fol- 
Billy mistakes one of his mother’s lows a variation of 
best china plates for his rather more _the ‘Escape From 

ing. Of course the Colditz’ theme as 

ject smashes all over the family dog attempts to escape his foul 

floor, Billy is thrown out and the fam- captors. Will you be good enough to 
ily dog is banished to the city ken- ‘lead' him home? 
nels! 


didn't ay ‘could stock it that high! 
| = 1 
\V/] q 


Yesindeed, Thee boy! 


DOG BREATH 


The game's star obviously delights in sticking his 
muzzle into the most unacceptable of places, 
because his breath is enough to destroy any liv- 
ing object within a 100 yard radius! The most 
obvious reason for his foul breath aside the 
most probable culprit, though, is the circular 
dog biscuit that he discovers discarded about 
the levels. Each of these provides him with 
encugh bad breath for five, foul-smelling barks. 


A The cartoon-style sequences pad, le 
game out wel 


Wo option sot sa an 


settings. 


7 


‘Stylish cartoon fmoges. The main chor- 
acter provides the bis omusing 


cond there area that many of thee. 


‘The sound ffles area mix of musing 
“twongs’ and {in trve comic fashion. 
The music the action. 
The tunes aren't exactly gripping ond cer- 
tainly not of the best example of the machine 
v4 


‘The hero is hard to control ond this 
detracts from the fun @ grt deal. A plat- 
hero should at east be willing fo land 
‘onplatiorm-like features! The forest level } 


SECRET 
SERVICE 


Although most objects are 
apparent, there are o few sur 
prises in store for Family Dog 
should he choose to explore 
his surroundings further. 
Sitting on the TV sets, for 
example, rewards the dog 
with o preview of his own 
show and a couple of bones 
for good measure. The flag 
poles which decorate the ken 
nels are useful as springs and 
catapult him towards extra 
bonuses, too. What's more, 
releasing caged birds inside 
the kennels is the only way to 
escape as they act as secret 
agents which aid FD’s cause. 


‘amounts to simple trial and error! 


1's very 6039 when the gameplay’ 
fair, and far too frustrating when it’ 


Despite the ally smart licensing 
1, Family Dg does nothing to 
‘the character. Tired and [t= 
which has been done better 


Ba 


“4 


SUPER NINTENDO 4% 


eyes 
as march- 
ing in the 
same 
socks for a 


few weeks. 


Power- 
monger isn't as bad as 
that, having Icomplex 
gameplay and masses of 
depth. 195 lands a: 
going to take quite a few 
months to subdue, but 
probably only strategy 
fans are going to enjoy 
doing it. There's not a lot 
to see in terms of action, 
and like other Bullfrog 
games, you feel detached 
fromthe action, 4 also.feel 
that the game develops 
into a routine after afew 
lands. OK, but not hot. 


Battles are a necessary occur- 
you are to conquer 

towns. When you enter a town 

not under your control, a fight 


ensues. If your forces ore superi- 


or you win. Just how much car- 
nage is caused depends on the 
posture’ you have assumed. 
Once a town is conquered it is 
completely at your disposal. 


ee 


WORKSHOP 


Improve your performance in battle by designing 
new weapons, First, a number of men must be 
sent out to collect materials, and devices will be 
made out of what they collect. Mountain settle- 
ments can create useful weapons, whereas 
towns near forests make wooden implements 


That bloke clled 
Roy from 2 Unlimited 
mokes 0 comeo appear. 
ance every now and 
then, Or something 


STRATEGY 

ACTION 
CHALLENGE = 
AEFLEAES 


mr 
WEEK 
MONTH 
VaR 


PRESENTATION 


A There ore comprehensive options 
pick worlds and manipulate the game, 

Good arrangement of keys and icons It 30p- 
ports the mouse. 

"Y Why dim unused windows? I's pain. 


GRAPHICS 


‘4. Nitty isometric main window, with on 
mage thot rotates and seals. 

¥ Icons don’t represent thelr functions well 
enough. Eyestrain Is possible from al thot 


‘A. Abrave tempt at naturel sound 
eticts, with Bdsong, whistling gales and 
dying groans, 

1 There’ no background music 10 silences 
‘are frequent. capabilities. 


PLAYABILITY 


A There iso wide ronge of ations, ge 
ing t90m for developing strategies. 

© Olton there's w feeling of lack of contol 
125 Your warriors go into Bottle. The slow 
gameplay is aso frustrating. amounts to simple 
tal end error! 


LASTABILITY 


4.195 diferent ovels represents a ma3- 
sive challenge fo be measured in slid 

woeks of play, 

¥ Although new feotures come i ploy, the 
processes for each landscape remain the some. 


OVERALL 


A conipetent, mildly engaging 
strategy game, that lacks a magic 
ingredient fo'set it on fire. 


REVIEW 


(To be read in the style of David 
Attenborough). So we've made our way across 
the bushland of Tasmania to find that elusive 
antipodean marsupial, the Tazmanian Devil. 
This particular devil is a male of the species, 
roughly four feet tall, and marked by those 
distinctive eyebrows. As you see, he exhibits 
the typical Tazmanian spin, his devastating 
defence mechanism. 

Now we must be very quiet, as the devil is 
easily distressed by intruders, and usually tries 
to eat them. In fact, the Tazmanian Devil eats 
just about anything, although he has a particu 
lar penchant for the ‘Yellow Road Kiwi’, a small 
flightless bird which travels on the highways, 
occasionally feeding at a picnic layby. The 
Devil also patrols the roads, searching for 
enough prey to satiate his incredible hunger. 
Ahh, he seems to have detected a presence on 
the road ahead. Let’s depart and watch his 
behaviour from a safer viewpoint... 


KIWIS CROSSROAD: 

Eat dei Traffic make Taz feel bad. Watch da lights! 

Eat da lil’ blue Walk! 

bird: feel better! © No walk! Kroinks 


Eat da red birdy: ae 
more time! ‘ 


Hey Taz, if you want to grow up fast, try some of this! 


LANDSCAPE 
Taz no like water, trees, cactus. No 
LANDSCAPE OREVIEW 


— i 
TAZMANIAN Tor okout? 
SHE DEVIL eages 


Ahl She foo much, She weor Mary simple 
Quant lippy an’ Jean Muir frock. She speed run 
\ chase Taz from level 2. She catch Taz up an end- 
and it Game Over. Taz run fast to less road, 

avoid! : grabbing 

little yel- 

low birds 
within a time-limit, As a 
result, office opinion has 
been pretty polarised. So, 
when I tell you | have 
become quite endeared to 
the game, bear in mind 
that others hate it equally. 
The big pluses for me are 
its original, if repetitive, 
gameplay and the fabu- 
lous graphics which cap- 
ture the atmosphere bet- 
ter than any other previ- 
ous cartoon game. It’s 
also pretty challenging, as 
my many attempts to pass 
level three have proved. 
You really have to see 
some of the later ideas - 
like the wolf who puts his 
hands over your eyes - to 
‘appreciate the humour 
that’s gone into the game. 
1 also like the general sick 
concept of scoffing tons of 
little yellow birds. 
Tazmania’s main problem 
is the lack of game vari- 
ety, which drastically 
reduces its long term 
appeal, But it will proba- 
bly offer a few weeks of 
fun,an.congratulations to 
THG for breaking 


Thankyou Mr Devil, and now 
the other paw please. 
DIDGERI 
DINGO 
Bike Dingo bring Taz surprise 


in 0 box. Sometimes good; 
sometimes bad. 


Good Surprise! 
Umm, bad call. 


OPED 


Where's the Green Cross Man when you need him? 
81 NINTENDO 


REVIEW 


ROAD 
HOG/BIG 
BUS 


He big pain, Which way gonna poss? 
Right? Nol Leff? No! Ahh, Splat! 

Big Bus not so bad, he alwoys pass 
on Left. Continental driving, see! 


4 SPIN 


Spin.get Taz, 
outta trouble. 
But Taz gotta be 
slrong to spin 

= Road pass fast 
when spinning. 


REAR MIRROR 


Pic in corner good for Taz. Let/him know what 
behind. 


NOT 
FRIENDS 


This is cer- 
tainly a 
novel use 
of the Taz 
theme -a 
racing 
game with 
a differ- 
ence! It’s 
well pro- 
grammed, 
challenging and good- 
looking and kept me com- 
pletely addicted for a few 
days. However, its appeal 
quickly wears off. The 
basic gameplay changes 
little from level to 


He play ‘Peekaboo’. Taz no see. 
Crash a lot. Get off, stupid cat! 


girlfriend gets faster and 


faster and those pesky 
yellow birds become 
increasingly more elusive, 
but it’s still all about run- 
ning down the same sort 
of roads dodging the 
same old villains. 
Something different 
between stages to break 
up the action and make it 
a little less repetitive 
would have added greatly 
to its long-term appeal. 
As it stands it’s a neat 
game that offers plenty of 
short-terra funy byutdacks 
the Staying power to keep 
your ot your Super NES for 
weeks. 


NINTENDO 82 


Pterry catch Taz in the air, or on brow 
of hill. Take him backwards plenty - 
maybe back to woman. 


Bad pair. Catch Taz and take him to 
Lady. Jump ‘em! 


= To oe 
ace (Coc 
CHALLENGE = ——= 


AEFLENES os 
‘ORIGINALITY = 


noun 
oy 
WEEK 
woh 
YEAR 


‘V No play options, whichis rather sod. 


GRAPHICS 


A. Brilliant and bright, bold and brosh 
backdrops which give the game an excel- 
lent bur. Excellent scroliing end super 
sprites. 
‘Y Overall, the screen layout looks very samey 

reat FK of birds ond parping horns. 83, 
some deme Sof de ie 


screen rendition is 2 poot version ofthe original 
Looney Tunes msi. 


PLAYABILITY 


‘A. Alow entry point to tho difficulty curve, 
bot the game ropidly becomes challenging. 
Fast, involving goreplay. 

‘W The actions of the kiwis are often Infutiate 
Jing. The simple nature of the game becomes 


‘4, Tunes sult the gameplay and otmos- 
phere eos end je oc 


scores and challenges. 
It's fun aero fashion, but soon the wacky 
‘enjoyment subsides into boredom. 


Taz is,an acquired and particular 
taste: Invoke the old truism, and gi 

4 go before you spend any money. I'l be 
either like or hate. 


KONAMI KONAMI 


WARNING! accept the role of 
Buster Bunny in this latest Tiny Toon 
Adventure and you'll find yourself in 
all kinds of bizarre adventures. Six 
new wacky levels with five extra 
subgames between each level! 


You'll need your lucky Rabbit Foot, 
along with Buster's brand new Spin 

Kick and Mad Dash, If you're to 
make It all the way through to the 
last level, where you must rescues 
Princess Babs Bunny (no relation), 
who has been kidnapped by the 


hideous Milky Way Imperial Army. 


TERIAL 


SUPER NINTENDO. 


rst 


h, bogus dude, Wayne Campbell's most excellent sidekick and co-host of 
hisiebble access programmehas been kidnapped! No way you say? Yes 
most bodacious Gi jas been inhaled by 
iatinous Cube, vill 
the Gelatinous! 


rp 
video game. rescue his pal, 
no need for i ‘ 

Such runs the plot of the latest platform jape from the THQ labs. The player 
controls a miniature Wayne, who legs it across oddly-populated areas from the 
film, such as the music store and the donut shop. Should you catch up with the 
Gelatinous one himself it’s a fight to the death to rescue Garth. 

ri 


bolts of energy at his foes - as 
guitars do. Luckily, there are 
loads of power ups available to 


boost his “oxe power’, as it's 
knawfiThese range from ston, 
ra-power shots, to, 
wer shots, sh ' 


ted flight patt 


way fire and, 


beams. Ho - 
erfula pon 
the game thé'player has to get 


before seeing the thing, 


the last of 
that irritat- 


ing 
Waynespeak 
pish comes a 


RAD 2: 
loaded to 
the gills with it. However, 
that isn’t why I hate it. 


Yes, the samples of “Not!” 


and “We're not worthy!” 
do get tiresome after 
about ten minutes, but 
hey - you can always turn 
the sound off. However 
there is only 

avoid the she 

the oh-so-dull levels, the 
ropey and downright 
unfair collision detection, 
the floaty and unrespon- 


NT oy 


Just EXC eryone on Earth has heafél of Wayne's 
World now. It started life as a sketch on the cult US 
TV show Saturday Night Live. It became enormously 
popular and eventually creators Mike Myers and 
‘arvey decided to let it logge on the big 
p first Saturday 


— 


STAATEGY 
Action 

CHALLENGE 
AEHLENES aes 
ORIGINALITY mom 


44 Another al-oction pc. Not! 


thought that people might buy this ple of pons 


PA TIME 


regular shot 
v re are other fing 
icons littered on 


When used (0 
ing Wayne mor 


extra life each, and Worthiness 
Items. These bestow 1 
Worthinessgagint on Wayne, 
loesn’t actually. 
ariything useful 


{LONE TM WREST == 


= 


tw } te} nun na) 


‘4. Lo0ds of intermisions and “hilarious”, 
“just like the film” cut seemes.. 


¥ Completely loses i's humour alfer oneview 
ing (if that) 


‘A Weird and groory sprites, smooth ont 
mation. 


‘V Backgrounds, enemies and everything else 
cre plain and dire. 


xcop they aren't very funny ater a cou- 
Ne aneogre the rest of the sound is 
egeeafeaet roe oe ang 


°Y Only five levels, ond it's still doubilul 
You'd etal bother o ply them al 


Even if you present Wayne's World, 
bay acoy of ” and ignore this 
sipid crock. 


— 


_- hs 
="CH 


® 
Why there'll be tears 
at Villa Parke 


‘REVIEW 
{ Nintendo) 


ENTERTAINMENT 
SYSTEM 


(© GAME TYPE: PLATFORM 
@ CART SIZE: 6 MEO 


(© GAME DIFFICULTY: Boxy 
(© CONTINUES: Uniienited 
(© SHULL LEVELS:1 

(© RESPONSIVENESS: 
Very Good 

© 1ST DAY SCORE: 
193800 

© GAME ORIGIN: 

Arby Is the creation of 
Shigero 


ach Morning when Kirby - the pink marsh- 
mallow hero of Dreamland - awakes he 
dresses himself with little else than a 


smile and pays his respects to the 
‘Fountain of Dreams’. This 
hallowed monument of 
>) \Dreamland con- 
tains a magic 
rod at its 


centre and || 

is the source 

of all happi- 

ness and goodwill - 

@ beacon reminding 

all Dreamlanders that good 
is best and that bad is ferri- 
ble. You see, it is the duty of 
all Dreamfolk to make sure 
humans have happy and jolly 
dreams, and the fountain 

makes this task possible. 

For quite some time, King 
Dedede - a power-crazed 
duck - has observed this jolly 
charade with interest, and 
simply cannot resist the tempta- 
tion of stealing the Fountain’s 
centrepiece - if only to see what 
happens when he does. 
Unfortunately, disaster follows! 

No sooner is the magic rod 

nicked, than the evil Lord of Nightma: 

bursts into Dreamland and takes over! 
Without the Fountain’s protection 
Dreamland is helpless and the thousands of 
tiny Dreamlanders flee to the hills as this 
wicked ruler and his cohorts raid their farms, 
and villages! Only Kirby can save us now! 

This is the follow-up to Kirby’s critically 
acclaimed Game Boy debut. Now NES players 
have the opportunity to guide this delightful 
character to victory, using Kirby's many spe- 
cial abilities to retrieve the magic rod, banish 
Lord Nightmare and bring peace back to 
Dreamland once more. 


3) 
= ——— Zz 
ea C*5 


dd. 


ye 


Le i) 


PS 


we inby! 
Fa) Awe cheers Kirby! 


ver noticed this door being her 


N UP! 


re's just one thing that reall 


sit! Keep him smiling by searching 


rooms which may contain switch p 
provide access to hidden areas on 
other occasions, Kirby stumbles 
across a solid wall but 
often all is not what it 
seems, Using 
his sword to 
detonate 
Jany nearby 
explosives, 
the wall is 
magically 
reduced to rub- 
ble, Ingenious! 


incredible! 
‘He's bril- 
liant! He‘s 
amazing! 
He's the best platform hero 
1 He is! There’s nothing 
he cannot do and this is 
proved by his casual use of 
sixteen (count ‘em) differ- 
ent abilities with over forty 
lands from eight worlds! 
This latest adventure may 
not have the same amount 
of depth as Super Mario 
Bros Ill but the overall pre- 
sentation and feel is far 
superior. Suddenly Kirby 
‘opens the window on the 
stifling NES market, lets a 
breath of fresh air rush in 
and makes everything 
exciting again. It is an easy 
game when compared to 
something like the 
Castlevania series but then 
Kirby's adventure is infi- 
nitely more fun to play. 
Shigeru Miyamoto is cer- 
tainly guaranteeing his 
next massive fortune with 
little Kirby and I can 
account for at least a small 
part of it already as the 
copy used in this review 


said that he’s probably the 
best video game character 
ever designed. There’s so 
much he can do that the 
standard platform environ- 
ment needs a bit of a 
rethink so as not to confine 
him, Kirby's first NES outing 
is inspiring, after months of 
seeing nothing but one 


‘may be more 
playable than Mario 3 
(which it is), the big 


downfall is the difficulty 
setting. With the infinite 
continues and the pass- 
word system, it’s an 
absolute piece of cake to 
complete, which is a real 
shame. Alright, there's a lot 
to see and loads of bonus 


a big game but the actual 
challenge of the game 
won't keep you going for 
long. If you tire of a game 
the second you complete it, 
I couldn't really recommend 
Kirby, but most regular 
players shou! 


back from daing obsolutely, pity hie 
lho aun Kirby impresses and distresses 
J ost other platform heroes with his 
J boundless skills) His primary talent is 
J his ability 10 ili girdnd transform 
nto d bizarre, bulloon-type menace to, 
Nightmare’s henchmen. Kirby then uses, 
the pul of Gir os @ close-range missile, but he 


son screen. 
° mbrella wielding scum are 
Kirby is armed with a brollyl This on 
nt tool for thwacking goons 
the head and it [* 
‘irby's fall w 


We almost jumped 
2 Kirby performed this scary 
mies impart the obility for Kirby's 
‘on into a mass of spikes. Nasty! 
enemies stone dead with 
this particulentechnique 
Hammer: Beating large Gorillas 
vith @ huge hammer to 
wer the baddies’ hea 


moves. Look out 
for his spectacu- 


new me 
Nightmar 


hi-jump tec 


xreay = OO00 
SCORE = 


WANGLED 
BANNERS 


* Upon the completion of each 
level Kirby is met with a star- 
spangled doorway with two big f 
surprises in store. At Teast they're a 


surprises the first time around! 


/ PLAYABILITY 


the doorway is a magical plat- 
form that catapults Kirby into the 

air. As he shoots skyward, Kirby 
possestsetien bores platforms ly 
Should he attain the top notch 


/ 
pete LASTABILITY Dy 


enjoy. The remaining six merely 
provide bonus points - all A The fun clement is strong enough to 


‘excepting platform seven where | | survive for moaths after completion 

a fellow Dreamlander reminds 

Kirby about the benefits of press- more accomplished 
ing the jump button to gain extra mpi bead ot 


height! Why, of all the nerve! 

As soon os Kirby 
leaves o completed world he is j 
rewarded with a red banner. 


This is his claim to victory and he 

spikes it proudly into the ground ‘What could have been the best plat- 
as he exits, To further celebrate form game on the NES is tarnished by 
his achievement a whole new 

area of the world is revealed 

before his very eyes! 


ACHILLES 
HEEL 


—— 


FIRST FIGHT 


UN 


Bring out the beast in your car. Max Power, a great 


new mag for car enthusiasts, shows you how. It's packed 
with all you need to know about modifying your car. 
What you can do. The kit you'll need. Where to buy it 
What to pay. It's the most power churning, stomach 
urning, rubber burning car mag ever. So, tear along 
to your newsagents now for Max Power. 

And unleash the beast in your car. 


Smelling like Billingsgate fish market, and with a 
gummy, but sparsely-haired gash for a mouth, SEAL 
returns to empty his bulging mail sacks of their foul 
contents. So here they are in all their glory, your 
seminal works answéret! by the great aquatic hero 
himself... 1 


RUSTIE LEE 


Dear SEAL 
We have renamed your company ‘The Den Of 
Useless Games Players And Cheats.’ 

We took only five days to finish Zelda 3, but, as 
brilliant as we were, we could not get a full set of 
hearts before we entered Misery Mire as;published in 
your Apsikissue - this is only the first major cheat we 
noticed.. 

There is also Doctor Gary Harrod who should be 
calledsDoctor Game Genie User Extraordinaire, as 
he has hidden the fact that he cheated on Axelay 
and Space Megaforce by covering up the number of 
ships he’s got. Guilty? Of course he is! 

From your photographs you all look too over the 
hill to be any use on these games, | bet my six-year 
‘old son could beat you on them. And definitely my 
daughter who is 11 

We've noticed your only solutions to games are 
all Game Genie codes and not real tips. Could this 
be because you can't play without rubbing your lamp 
and entering the Genie? Or is it another page written 
by Gary Harrod? 

‘Why weren't our brilliant 
‘Super Nintendo Scope scores 
published? Have you got some- 
thing against parents or what?. 
We still haven't been beaten 
since your mag printed other 
scores) butwhere are our 
names? We have become 
captains, lieutenants and 
‘commanders and we still 
aren't in your bI**dy mag, 
even though Rent-o-Kill 
want to hire us as mole 
exterminators. Do these 
people have to sleep with 
you to get their scores 
published or are they 
paying you? 


Jalmai and Jimmy 
Robertson, 
Bournemouth, Dorset 


SEAL:Nah, we've got 
nothing against par- 
ents, and the main 
reason you're not 

in High Scores is because we 
haven't got round to putting you in yet. 
There's no conspiracy against you, we don’t 
come around and sit in your garden at night, gig- 
gling as we plot against you. In fact, we've for- 
gotten about you already. As far as Gary Harrod 
using a Game Genie. Gary will be paying you a 
visit to discuss this with you shortly. 


TOMMY 
BOYD 


Dear SEAL 

Remember when you had those 
Street Fighter Il profile cards? 
Well, | had those cards, but on 
March the 22nd my Mum washed 
my jacket with the cards inside 
‘one of the pockets which means 
they are now useless. Could you 
please, please send me some 
more. | am willing to pay a rea- 
sonable price for them. | might do 
you a favour in return! 


Richard Fowlie, Aberdeen, 
Scotland 


SEAL: Nope. All such cards 
have now been mixed with 
water and glue to create a stun- 
ning Tracy Island model for 
Steve and Andy's desks. Sorry 
about that. 


—_ 
Dear SEs 
Correct 


ereniiithe NMS lads model- 
Sonic T-shifts in the 
Mareh edition of C&VG? | was 


LESLEY JUDD 


CHRIS BIGGINS 


Dear SEAL 
First of all | would like to congratulate the banana on 
his sense of humour. Congratulations banana! Now, 
down to business. | am getting sick and tired of whin- 
ing brats like S Evans (issue 5) who drag on about 
game addicts. Sure there are a few sad people who 
play computers in their every spare moments, but 
that’s about 5%. Plenty of console owners)do like to 
sit down and play a game for 30-40 minutes, maybe 
longer, and they also have lives. Get it into your thick 
skulls that the majority of console playing people are 
nice, social human beings. Oh yeah, where you say 
"*-whky don't they go out and get a girlfriend or some- 
‘hifig?” What are you trying to Imply? Are you boast- 
ssingithat you managed to get off with Sharon behind 
theibike sheds? Before insulting nice people try tak- 
esing a longjhard look at yourself, you extremely sad 
lad. 
I'S Evans wanis to write in and insult me Beeause | 
live in Belgium, then fine. At least | don'ttesort to 
racism like some other ignoramuses | couldimention,” 
Can you speak any other laigiages? Frafigdis? Non. 
Deutsch? Nein. Weil du bist ein dumkopf! 


Nick Adams, Belgium somewhere 


SEAL:Sorry about changing that last word, nick, 
but our German readers may take offence - and | 
also think.that proves we are most certainly flu- 
ent in several languages. As for lives, we've got 
them, too. There's many a time the NMS crew can 
be found at the Trocadero playing the latest 
video games... 


DEREK 
GRIFFITHS 


Dear SEAL 

In issue 5 | read in SEAL's mail- 
bag that if you send a sample 
review to a magazine and keep 
pestering them you might get your 


I'm wrong but 


% compared to 
BVG'S over-the-top rating of 
93%? Is it that NMS can recog- 
nise a.bad game when they see 
one or is it that C&VG think that 
every game released is a god- 
send, Your mag isigreat, keep up 
the good work. 
Olan Keating, Cork, Ireland 


SEAL: The NMS lads also work for 
our sister mag MEAN MACHINES 
SEGA, so they can validate wearing 
Sonic shirts. As for Jimmy Connors, it's a flawed 
game and that’s why we rated it as we did. Play it 
for any length of time and then you can see who 
is right, 


big break. , of course, would love 
to do reviews for the greatest, ulti- 
mate console mag in the universe 
and I have done a small review for 
George Foreman’s KO Boxing on 
the Super NES. 

In this boxing simulation you 
are the gentle giant, George 
Foreman. Although the title 
sounds good, the game itselt isn’t 
that good. They say never judge a 
book by its cover - this game is an 
exception. The whole idea of the 
game is to win the heavy weight 
championship belt. There are 16 
of the toughest, meanest dudes 
around from every corner of the 


globe. The control of big George 
is terrible. You can dodge lett or 
right and two types of punch. The 
graphics are pretty good but the 
background starts to annoy after a 
while. Only a die hard boxing fan 
would want to buy this. 

| suppose that review is no 
way as good as yours but what do 
you expect from a 13-year old. 
Please write back 


David Gray, Dumtries, Scotland 


SEAL: We get loads of job 
enquiries, and the best way to 
get a job with us is to bribe us. 
So, if you want a chance at a 
job, send us an envelope con- 
taining a written review which is 
also accompanied by packets 
of Jelly Tots, Tutti Fruttis, 
Rolos, Toffos, or Scampi Fries. 
Oh, and Mini Eggs, | particularly 
love Mini Eggs 


LIZA GODDARD 


Dear SEAL 

Last week at school we had a 
debate about video games and 
Nintendos, and our teacher, Miss 
Crowther asked us all to bring in 
game boxes and magazines to 
talk about them. And | brought 
NMS with me because | think it's 
mega, and showed her my 
friend's name in the High Score 
section. But when she saw it she 
was really shocked because she 
said it was very insulting to the 
people who were made out to be 
liars in Jimmy Chin Comer. And 
she said that itwasn't fair to have 
‘a page for people who were dead 


Dear SEAL 


good at games because most of 
Us aren't that good, and we 
should be enjoying the games 
without competing amongst our- 
selves. So | think you should take 
out the high-score pages and put 
in lots of pictures from readers. 
Eammon Morris, Dibley. Yorks 


SEAL:Gosh, what a sense of 
humour your teacher has! 
Jimmy Chin Corner is a laugh, 
and anyone who sends a pic or 
faked score just knows they are 
going to get there. Dear oh 
dear, some people are just so. 
straight-laced... 


YNDSEY DE PAUL 


I'm not trying to scrounge a job or anything, but | 
would like you to read my review of last Sundayis 
visit to my.Gran's»First, my little brother managed 
to get out of it by going to his mate's house. the 
lucky git! - and when we finally got there 
after a threeshour drive, we went in 
and sat down. My Nan greeted 
me with a ‘My, how you've 
grown!" and | settled down 
to read the Tuff E Nuff 
edition of your mag 
After an hour, we all 
had to walk over to 
the piano so we 
could look at the 
many family pic- 
tures, and by 
now | was start 
ing to die of bore- 
dom. Next, it was 
dinner time and 
we had buttered 
brown bread (which 
had obviously been = 
buttered several hours 
ago), some salad and - yuk! 
- seaweed quiche! Eurrrgh! Then 
we all sat down and had to watch ‘Murder 
She Wrote’, and whilst this was going on 
my Dad was moaning about the Grand National 
and Arsenal beating Tottenham 
- who | happen to support 
After three hours of this, we 
went home - and about time, 
too. 
(Overall. | would award 


PATRICK MOWER 


Dear SEAL an 


SW, 


RODNEY 
BEWES 


Dear SEAL 
Why don't you review games like 
PGA Tour Golf, Test Drive Il, and 
Battle Clash?All these games 
were released recently, and 
there's still not a word about them 
Instead, the magazine seems to 
cover games that are between 
three and twelve months ahead of 
their UK release dates. I've heard 
of exclusive previews, but this is 
ridiculous! 
{realise it's not your fault that 
‘software slippage’ occurs, but 
could you please try to cover 
games scheduled for a UK 
release, and print their release 
dates? It seems to me that 
Europe in general is lagging 
behind in the Nintendo scene, but 
this is probably inevitable as the 
games are developed in the US 
‘and Japan. Even 80, the gap 
between import and official releas 
®s is frustratingly long - especially 
‘as most Super NES 
games are well worth 
= waiting for. | read 
with interest that 
Nintendo have 
now,taken 
over the dis: 
tribution 
responsi 
bilities with 
their UK 
software, 
and | hope 
things 
speed up 
very soon. 


Owen Davies, 
Aberdeen 


SEAL:The main rea- 
‘son we never covered the 
games you mentioned is 
because they are all rather 
CRAP. However, just for you - 
and for the countless other 
people requesting it - as of this. 
month, we launch Off The Shelf 
in which all the latest 
scheduled 
official 
releases are 


My Super NES Is Very new) so | have only been 
reading your mag since issue five. However, | rarely 
buy games for my console as they are far too expen- 
sive, and | can never make my mind up whether to 
buy a beat ‘em up, a shoot ‘em up or a platform 
game. | think, however, | have a solution which 
means that prices wouldn't have to come down. All 
you do, is create a shoot ‘em up which, after the first 
stage, turns into a beat ‘em up game. Following this, 
platiorm levels could also be added. Please pass this 
idea on to whoever writes the games. 

Glen Neal, Coventry 


SEAL:Hey what a great Idea, said SEAL enthusi- 
astically. That way all games would be the same 
and you wouldn't need to buy more than one 
(heavy sarcasm). 


the day 7% - and it only 
gets thal because the bis- 
cuits we had after the 
quiche were quite nice. 
Also, at one point | was 
so bored | read the NMS 
index, and even went on 
to have a go at the 
competition. 

Danny Golverson, 
Wallington 
SEAL:Have any 
other readers had 
a day out they feel 
the need to relate 
to us? No? Good, 
keep them to yourselves... 


reviewed (or 

re-reviewed). 
Aren't we 
kind? 
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O lordy, it's that time of the month again 
when Jazza dons his special answering 
cravat and answers the questions that 
have been on your minds over the past 


JIMMY 
KRANKIE 


Yo Jazza 


month. So, if you've got any questions | have a few questions to ask you, 
you'd like answering, send ‘em in to and would be very pleased if you 


Questions and Answers at this address - 
QUESTIONS AND ANSWERS, QUES- uy 


could answer them: 


1s Tazmania coming out for the 


TIONS AND ANSWERS, | LOVE QUES- _—-Supe/ NES. and if so when? 


2 


‘Are there any cheats for Super 


TIONS AND ANSWERS, Q&A, NINTENDO 5.0.0." 


MAGAZINE SYSTEM, Priory Court, 30-32 3. 


Can you play as the same 


Farringdon Lane, London, EC1R 3AU. character in Mario Kart? 


Questions and Answers - for all your 4 
questions and answer requirements. 


TOMMY TRINDER 


5. 


Dear Jaz 

Could you please answer 

these questions for me: 

1. Will StarWing come 

down in price’ 

2, Which is the best game 

out of Axelay, Super 

SWIV, and StarWing? 4. SWIV-el on this alien scum. 

3. What kind of game is 

Mario Is Missing? 

4. Is Flashback coming out for the Super NES? 

5. Is Bubsy The Bobcat going to be easy to complete like 

Sonic? 

6. Please rate and score the following games for me: 

StarWing, Alien 3, Tiny Toons, Super Star Wars, Zelda 
Iil,The Terminator, and 
Cybernator. 
7. Have you heard any 
more about the Super CD? 
Matthew Bailie, 
Southampton 


£4. Buby. she ony good or wha? A 
JAZ:1. Its official price is 
£50, but who knows what 
could happen in the future. 2. StarWing, 
with Axelay a close second. 3. 
‘Edutainment - ie. it’s ‘learn as you play’ 
ime. 4. Yup, sometime nearer Christma: 
§. It’s too early to say. 6. They're all well 
into the nineties apart from Terminator 
which | reviewed the other day on telly 
and said it was complete cack. 7. No, n 
and for the last time, no! 
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How ean | get hold of your 


Street Fighter I video and CD? 


Is there going to be a Super 
Mario World 27 
Martin Aitkenhead, 
Fraserhead 


AZ:1. Yes, cour- 
tesy of Sunsoft - 
although, 

don't 


with an official 
date to follow. 

2, Nope. 3. Nope. 
4, Try ringing our 
back issues dept - 
but don’t ring 

us, we can't 

help. 5.1 

expect so. 


Leaving so soon, Mister Skywalker? 


Storwing grobst 
Starwing grabs Get 
‘em while theyre hot, 
They‘e lovely 


iQ) GRACIE FIELDS 


Yo Jazza 
| own a Super NES and | have some questions 
that | hope you can answer: 
1. When will Silly Putty be released? 
2. Will Starwing go down to £45? 
3, Is it true Starfox is going to be called StarWing? 
If'so, why? 
4. Will either SFIl Championship Edition or Turbo 
Champion Edition ever be released for the Super 
NES? 
5. When is Road Rash coming out? 
6. Is Lemmings |! coming out for the Super NES? 
If so when, and how much will it cost? 
7. When will the Super Deck be released? 
8. Will there be an adaptor which allows Game 
Boy games to be played on the Super NES? 
9. When will the next Super FX game be 
released? 
10. When is the CD ROM unit coming out? 


Jonathan, No Fixed Abode Al 
JAZ:1. It's now called Super Putty, 


and should be out in September. 2. Doubt it, 
but who can tell? 3. Yes, because Nintendo 
say so, | suppose. 4. No, but Hyper Fighting is 
on its way! 5. There's no release date as of yet. 
6. It seems likely, but there are no takers yet. 


MANNING 


Dear Jazza 
Please, please, please answer my 
questions: 
1. Will Rolo To The Rescue come out 
for the Super NES? 
2, What is the release date for Cool 
Spot on the Super NES? 
3, When is Xandra's Adventure going to 
be officially released? 
4. And when is Chester Cheetah going 
to be officially released? 
Dave Rainey, Ballymena 


JAZ:1. EA have no plans at 
the mo, 2.There isn't one. 3 

and 4, There are no firm dates for 
either yet. 


LENNY 
BENNET 


Dear Jaz 

This is the first time I have written 
to your fine mag, and | would 
appreciate it if you would answer 
my questions: 

1. [Rave just seen the’Mortal 
Kombat arcade machine.on 
GamesMaster, and | think it looks 
brill. Do you think it is better than 
the SFil.coin-op? Also, who is 
converting it to the Super NES? 

2. My Brother loves Lemmings: 
andiwants to know if Lemmings Il 
is. coming out for the SuperNES. 
3. With Art Of Fighting being a 
102MEG game on the Neo Geo, 
‘will ii be a 16MEG game onthe 
Super NES? 

4. When will the excellent Ki Ki 
Katai be released in the UK? 

5. Why are Queens Park Rangers 
the greatest Premier League 
team? 

Brian Lehane, 

Northampton, 

JAZ:1.1.don't think that Al 
the coin-op is better 

than SFll, A conversion is being 
programmed for Acclaim in the 
US. 2. See a couple of letters 
back. 3, So we are told. 4. 
There's no official date, October 
seems quite likely. 5. They're 
not. Arsenal are. Goon-ers! 


LENA ZAVARONI 


Dear Jaz 
uld you answer the following questior 
me, or am I going to have to send some on 
beat you up? 
1, When is Super Star Wars officially release 
2, When is Super NBA Basketball out.? My mate sa 
itis already, 
3. Which is t! 
Challenge? 
4. Is Cybernator better than Lost Vikings? 
5. Out of Tuff E Nuff and Brawl Brothers, 
buy when they come out? 
Gaz Jones, Mers 


that: Like that. Spoon Jor et 


est: Super NBA Basketball or All-Star 


which should 


JAZ:1. June 4th. 2. It's out on import now, 
and officially in July. 3. NBA. 4. They're 


not really comparable, but | prefer Cybernator. 5. 
Tuff E Nuff is the better of the two. 


gg Bog, Bog Egg. Not like 


thing. 


have only one single 
question: in issue 6 you 
said there aren't 97 
‘worlds in Mario World 
but in issue 7 you then 
said it is true and that 
the extra world is found 
within the Ghost Ship. 
‘You also said that NMS 
printed this first - but 
where? | have found 96 
worlds, so please tell 
me where exactly itis. 


one it was a spelling 
mistake. Or some- 


Groat Lompstond though, eh reoders} 


MARTI CAINE 
2 Dear Jaz x 


Please answer the following 


1. When is Duck Tales I out for the NES? 
2. When will Darkwing Duck be out for the NES? 
3. Is Duck 


Tales I going to be harder than the first game? | found the 
first game far too easy and don't want to waste my money. 

4. How much will Duck Tales II and Darkwing Duck cost? 

5. Will Desert Strike be released for the NES? 

Jonathan Tiley, Swindon [Al 
4JAZ:1. The last thing we heard was it was lining up for 

an August release. 2. think it's following Duck Tales - probably 
in September. 3. Dunno mate, we have only seen it briefly. 4. 
Prices haven't been set yet. 5. Nope. 

Dear Jaz 

J hope you print my letter because wrestling fans all over need to know 
this information 

1. Are there any new wrestling games coming out for the Super NES? I 
$0, what are they? 

2, Can I get games on import any cheaper? 


3, If so, where can | get imported games? 
RLormouth, Southampton 


JAZ:1. Acclaim are working on WWF2, but otherwise the 
wrestling scene looks a bit dead. 2. If you shop around. 3. 
From importing dealers, funnily enoug! 


LES DENNIS 


Please would you answer some questions for me: 

1, When the Super CD system comes out, will | be able 
to play my music CDs on it? 

2. Is Super Mario World AKA Super Mario Brothers IV? 
3, Do you think Super Tetris and Bombliss is any good? 
What percentage would you give it? 

4, Is Amazing Tennis better than Super Tennis? 

5, Which is the better: the Action Replay or Game 
Genie cars 

6. When will Super NBA be released? 

7. Ifyou owned a Homby Super Deck which five NES 
games would you buy? 

8.Any chance of getting hold of an issue one of NMS? 


Kevin Garside, Huddersfield ry 


Tobias Reich, JAZ:1. We have no details, but | imagine so. 
Munich 2. Yup. 3. | think it’s excellent and have 

2 spent countless evenings working my way 
JAZ: There through to the final stage - I'd give it well into the 90s 
are 96 - maybe even 96% - especially for the excellent two- 
VCO TEESE UES player mode! 4. No, Super Tennis still reigns 
DES ISCLSms supreme. 5. They're both much or a muchness. 6. 
ed by The Sun. It imminently. 7. Mario Ill, Eliminator Boat Duel, Mr 
doesn't exist, and if Gimmick, Kirby's Dreamland, and Kickle Kubicle. 8. 
COTE You could try our back issue department. 


JIM BOWEN 


Dear Jaz 
Please would you answer the questions 


1. Is Mario Paint any good? 

2. Of Tuff E Nuff and Street Fighter 11 wh 
are you more likely to get bored with first? 

3. Is the Street Fighter II joystick worth its price? 

Kris Jaques, Castleford Al 
JAZ:1. It’s a laugh, but hardly has oodles J 
of lasting appeal. 2. It's a toughie, but 

Tuff E Nuff loses out slightly in the lasting appeal 
stakes. 3. No, it’s far too flimsy. 


ch myself off last ni 
itching the burgulai 


a great loss see 
off with a couple of my 
1, | doubt that they were 
ell enough without them. 
‘Scroink! Any 1e business of the day. Let’s take a 


encouraging 
yway, to 
look at all you would-be high-scorers this month... 


entries! Merseyside 


The Score Monitor (Mk Y) 


SUPER SMASH TV: 


STREETFIGHTER II: 99,999,999 Richard Winship, 
t Special Cup: 230, 400. Eddie Lau, Hayes, Southampton 
DONUT PLAINS. Middlesex. (Level 7 with photo as | SCOREMONITOR:Still Richard 
Best Lap: 0: 19 proof!) remains unchallenged! Bah 


NINTENDO 


Come on people! What is the 

matter with you? One photo is all 
that’s needed as proof of a thruth 
‘and Winship is demoted to Jimmy 


Feed MOR get Vanilla ic: 2 | 18:81 Chin corner COME ON! 
SCORE MONITOR: Crivens! feel RaiNBOW ROAD: 1:45: 09. Best SUPER TENNIS. 
my circuits going info overload! 1 55.'9..49.97. (KONG) 750 Sarbjit Singh Gill, 
Rites eto Huddersfield 
SORTS Taheshatt, See this! This is UN SQUADRON 
Sandiacre, Notts ’: Charles Preston, 2,589,900 Scott White, Newbury 
Z the chap respon- park, Essex 
DESERT STRIKE sible for donating 
300, 300, Dovid Walker, Beddau, He lie ¥ SU p E R 
Malan: pee ipaeiee Y 
lario Karts 
RT ita amy, Se COPE 
eltenham isa blow by blow a STRIS A 
account of the KEIR MARTIN re 
FINAL FIGHT: thoughts running This is Keir Martin, holding is Snes nest Beddau, 
3,483,313 Scott White, Newbury through Charles breath until we print his dubious BIA rare B 
Park, ad before sub- | Street Fighter Il score. How long 4 
miting them to should we let him wait? One 22,650 David Walker, Beddau, 
us. month? Two months? Maybe we ‘Mid Glam 
F-ZERO: Picture 1: ‘Hmm. just won't print it at all. Hoo- ae Bae a fk 
36,800, Simon Davidge, pbese lapses, argh! Beddau, Mid Glam” 
as aR Pek oes 
Gops Picture 2: ‘Oh, SUPER ADVENTURE ISLAND Pash En Boseos) Whiston, 
386,818 lon Rabbetts, Dublin, PU those NMS | > 472,600, Jam, Hounslow, Middx Merseyside 
gi laugh ct them - ¥ SUPER ALESTE Baio ant Bavid Walker 
" me being so dis- 6,900, 000 (Hard) David jeddau, Mid Glam 
38 AoA cl nd al: nae Nope His st too SCORENONTTOR And so the 
{CORE MONITOR: I’ Anon icture 3: ‘Wait a much! Into Jimmy Chin Corner 
a in! HOR jdt minute! | could you go young mon (see Jimmy 
eT Td eeer ag invent some bet- hin Comer) 
Janitor. ter times and f 
Sled Bergen MGikF BART VS THE WORLD 
; ins 7 880. Mark Fenn, 5 
ra Dav Wale Bev Filo 4 Yes! Cheshint, Herts. 36,200) Mare Gront, Edinburgh, 
Mid’Glam. Wait just atick! Aren‘t Yes! Preston, | i 
ities t : UPER GHOULS AND GHOSTS 
sores usta litle bit sus, Fenius, but a genius all the 462,200 (Hard) Peter Amor, Paar ea auRCAMeS 
falker Bros name becomes syn- Same! Now then, “Dear NMS..."" Clevedon Avon HALE PIPE)14,111 
onymous with Jimmy Chin SCOREMONITOR:I's incredible PACT encitys aro 
Corner! that this is the first entry for this scott Mackenzie, Holmes Chapel, 


‘SPIDERMAN AND X-MEN 


amazing (and ancient) game. A 


Cheshire 


5,116,300 ‘Cad’, Brockley, modest start tothe bidding, so Cheshire | 
PARODIUS. EERREROMTORANIAniostan | Sse se. interesting scores from the new 
2,678,700 Nathan Simmonds, one of my favourite annointee, Everyone work harder. 
Quorn, Leics platform games. And what a SUPER MARIO WORLD: asain 
‘SUPER MARIO KART debut, courtesy of Cad. 9,999,990 Jaz Rignall, Ego 1,565,000 Robert Deacon, 


NINTENDO 98 


CHIP ‘N’ DALE 
2109. Marc Grant, Edinburgh, 
Scotlan 


id. 
DOUBLE DRAGON: a: 
113,785 Henry Forste 


Normanton, W Yorks 


DUCK HUNT: 
720,000 Mrs Alison Mason, Herne 


Bay, Kent 
SCOREMONITOR: OK, Mrs Mason 
you're the ‘Duck Hunt Queen’! 


DUCK TALES 
$11,650,000 Greg Blair, 
Dunfermline, Fife, Scotland 


GAUNTLET II 
17,380 Jonathan Burnett, 
Cramlington 


GREMLINS 2: 
5246 Robert Wood, Seaforth, 
Liverpool 


HOOK 
3,710,300. Marc Grant. 
Edinburgh Scotland. 


HYPER SOCCER: 
67-0 Sarbjit Singh Gill, 
Huddersfield, W Yorks 


MARBLE MADNESS 
44,320 Carl Smith, Rugby, 
Warwicks 


MEGA-MAN: 
11,101,600 Steffen Sletvold, 
Norway 


NINTENDO WORLD CUP: 
51-0 Andrew Dinneen, 
Waterbeach, Cambs 


PROBOTECTOR: 
1,518,000 Steffen Sletvold, 
Norway 


SNAKE, RATTLE AND ROLL 
207,300 Carl Smith, Rugby, 
Warwicks 


SUPER MARIO BROS: 
701200. Derek Montgomery, 
treland. 

SUPER MARIO BROS 3: 


3,720, 210. Marc Grant, 
Edinburgh, Scotland. 


Boy 


BART ESCAPES FROM CAMP 
DEADLY 
374,712 Danny Offield, 


BURAI FIGHTER 
~ 6291 Sarbjit Singh Gill, 
Huddersfield, W Yorks 


DOUBLE DRAGON II: 
22,781 Sarbjit Singh Gill, 
Huddersfield, W Yorks 


CHOPLIFTER 2 
7250 Tim Johnson, Reading, 
Berks 


CONTRA 
364,700 Bob Pullen, Doncaster, 


$ Yorks. 


KIRBY'S DREAM LAND 
464,280 Gavin Richardson, 
Bishops Stortford, Herts 


LOONEY TUNES 
15,673 Jonathan Walker, 
Beddau, Mid Glam 


NAVY SEALS: 
102,500 James Harding, 
Sturminster Newton, Dorset 


NINTENDO WORLD CUP: 
97-0 Sarbjit Singh Gill, 
Huddersfield, W Yorks 


PITFIGHTER: 
$1,432,840 Anthony Druce, 
Henley on Thames 


REVENGE OF THE ‘GATOR 


1,970,810 Gary Male, Finedon, 


Northants 


R-ATYPE 
89,950 Bob Pullen, Doncaster, S 


Yorks 


SUPER MARIO LAND: 
520,190 Gareth Jones, 
Stockport, Cheshire 


SUPER KICK OFF 
10-0 lan Lea, Wigan, Lancs 


TETRIS: 
470,935 Penny Teags, 
Southampton 


TURRICAN: 
1,167,350 Robin Andrews, 
Dalkeith 


TURTLES II 


63,190 David Walker, Beddau, 
Mid Gl 


lam 


Ho hum. Bravo, and all that. 1 


back and wallow in your o 


think not! What's the matter? 
Are you asleep?! It’s war out 
there! WAR! It’s no time to sit 


cate iy line, stand up and be 
...ear mo instant 


pee il help me Wil 


self-righteousness = no! You've re Tts The score ee is nowin 


got to sign your names on 


JIMMY CHIN 
CORNER 


The sun ain't gonna 
shine any more on the 
infamous Walker Bros 
high score ‘reck-ons’! 
This month’s Jimmy Chin 
‘Corner is dedicated to 
their recent, outstanding 


“Super Mai 
jared in eight min- 
mer Well who could 
‘ever forget that claim to 
"fame?! No, the Walker 
_ Bros are the saddest, 
ee downright 
lest two life- 
forms this side of Dream 
“Land and may they be 
"remembered as such 


Send Coupons to: 


"PACK UP YOUR TROUBLES IN YOUR OLD KIT BAG’ 
HIGH SCORES, NMS, 30-32 FARRINGDON LANE, 
LONDON ECIR 3AU 


IFesTEM: I 
<< 
\SCORE/LEVEL: 


[GAME TITLE: 1 
ISCORE/LEVEL: ! 

a 
|GAME TITLE: ; 


SYSTEM: i 
\SCORE/LEUEL: ! 

ee Ea 
jHERE'S MY BESTEST EVEREST PHOTO, a 


ir NOT TELLING FIBI.... 


eee fe 


NINTENDO MAGAZINE SYSTEM 


SUPER NES INDEX 


Wowola! It’s the Games 
Index again! No faffing 
about this issue, we've 
just got space to say 
that the first question 
in this month's Index 
Compo is - Name the 
one game beginning 
with the letter X. The 
address to send your 
entries, as always, is 
JINGS, | HOPE THERE 
AREN'T ANY CRYPTIC 
QUESTIONS LIKE PAUL 
DOES COMPO, NINTEN- 
DO MAGAZINE SYSTEM, 
Priory Court, 30-32 
Farringdon Lane, 
London, EC1R 3AU. 


THE CONEEHUNTORE 


Fa 


ADDAMS FAMILY 

A slick and'very well'pre- 
sented game released to 
cash in on, sorry, coincide 
with the release of the 
Addams Family movie, It’s 
fast, "playable and very 
tough and is certainly worth 
a look, despite having been 
slightly supercededsbysthe 


Sequel, 
87% 


ADDAMS FAMILY 2 
- PUGSLEY’S SCAV- 
ENGER HUNT 

Sequel to the first Ocean 
Addams game, this time 
based on the animated 
show. The'graphics are pret- 
ty much identical, but the 
game is bigger and even 
harder, which is quite an 
achievement. Not particu- 
larly original, but a good 
solid platform skylark if ever 
there was one. 

OVERALL: 89% 


Winner of the Most 
Spectacular Waste of a 
Good License Award. Those 
great characters are placed 


into one of the dullest beat 
‘em ups around, with hardly 
any movesya crawly pace 
and absolutely nothing to 
sustain your interest past the 
first twenty seconds. 
OVERALL:49% 


AMAZING TENNIS 
Although not as instinctive 
as the incredible Super 
Tennis, Amazing Tennis is 
justthat! The gameplay isn’t 
so immediate, the behind- 
the-net viewpoint is alittle 


daunting at first, and it is 
quite tricky to control. = 
However these,problems 
soon fade into insignificance 
with practice'and Amazing 
Tennis astounds with great 
graphics and sounds. 
Despite the robotic sounding 
umpire. Ad-van-tage re-cei- 


Top scientists working for 
the government finally com- 
pleted work on a brand new, 
single-seater space fighter 
with the armoury of a whole 


" yadversari 


fleet of the last model. Of 


course, there's only one way, 
TOTES? such a fantastic cre- 
‘ation - yes, that’s right, send 


it,up against an entire alien 
empité on its own territory. 

You arestheslucky pilot cho- 
sensfor such an historic test 
flight 


‘Axelay is one of the best 


presented games ever, the 


Graphics are truly amazing 


and it all movés.at a great 
lick with little’or no'flicker or 
slow down. The game itself 
justifies this sort of attention 
having been spent on the 


frontend. Basically, Axelay 
isa classic shoot ‘em up, 
although it’s not quite hard 
enough, the choice of 
weapons and the plethora 
of different levels and chal- 
lenges make this something 
of a must-have type pur- 
chase. 


Q- What must Buster Bunny 
recover from Montana Max? 


BART'S NIGMT® 
iia 


Loads,of variety in this tale 


~ of Bart’s sleepy Search for 


his missing homework. 
However, some of the sub- 
games are pretty sad and 
once you've seen them all 
the appeal starts to wane 
somewhat. 

OVERALL: 


BATMAN RETURNS 


Having just pooed out to the_ fj 


shops to get some bread 
and milk, Batman Returns. 
find that,two of t 


ga 
ime on his beloved 
Gotham City. What's a bat 


to do in sugh circumstances? 
Well, he could prance about 
getting invol¥ed in “chdrac- 
ter development interest sit- 
uations”, like’he does in the 
film, ore can take the: 
method favoured more by 
the comics and indeed, this 
game, and'go out andhit 
someone. 

Batman Returns ispitmust 
be said, something of a 
Final, Eight rip-6ff, but,it 
does add a lotof features of 
its own. There are-absolute- 
ly stacks of moves, and quite 
some variety is added by the 
driving and shoot ‘em up 
Jevelsitoo, The graphics are 
nothing shortief spectacular, 
although perhaps a few dif- 
ferent enemies wouldn't 
have gone amiss. 
OVERALL:90% 


BATTLE GP 

Rather successful attempt at 
giving GP racing an over- 
head-view twist. Loads of 
options and everything but 
it’s pretty much completely 
uncontrollable. 
OVERALL:43% 


BLAZING SKIES 

What a spectacular load of 
old tosh this is! An excellent 
example of the lesson that 
warns us never to judge a 
book by its cover. The attrac- 
tive graphics are poorly ani: 
mated and the game plays. 
like a... like a... infact it 
doesn’t play at all! It’s a 
steaming wreck and no mis- 


tal 
OVERALL:49% 


: | 
ES BROTHERS 

Hardly following the plot of 
the film and a far cry from 


being a good game either! 
Irrélevance to the classic 
Landis film aside, the 


Brothers is a very poor 
latform charade full of bad. 
programming and brain- 
numbing monotony. It's 
frustrating too 
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Written by Chis 


*Boulderdash’ Gray’s\US 
development team, Gray 
Matter, BOB is EA's enitty to 
#he"cutesy platform genre: 
Whilst on his way to see his 
girlfriend on some distant 


planet, mechanoid BOB has ™ 


‘crash-landed ona stra 


“means of escape located on 
the other side of the barren 
sphere. Split into a series of 
latform-laden cityscapes, 
B's aim is to make it to 
1 far away launch pad 


with enough fime to comb 
his Brillo Pad hair before 
meeting his date. However, 
all manner of weird nasties 
stand in his way, and only 
careful movement across the 
many ledges and levels. 
whilst keeping whatever 
armaments he has to hand 
will see BOB through. 
There’s no doubting that 
BOB is one of the most agile 
characters to grace the 
Super NES, but the game is 
a slow-pacedsFeimp with 
very little to set the'pulse 
pounding» Humour has. 
_ been attempted with BOB's 
_many one-liners and in 
general animations, but 
cannot disguise what is a 
very tired and uninteresting 
game. Not one of EA’s best, 


“serolling beat ‘em up, not 
exactlyhigh on the originali- 
meter, Op indeed, the 


a h-and-dead- 
ast-gameplay-o-meter. 


T However, thee’s still loads of 
things to punch, quite a few 
characters to choose from 


and plenty of moves. Brawl! 
Brothers isn't too easy, 
either, and all in‘all it’s a 
highly entertaining fitle. 
OVERALL:84% 


Under this very strange _ 


of that old coin-op classic 
Qix. For those ofiiyou foo 


Maiciung to remember Yreka 


of Pong and Breakout from 
their arcade days, Qix basi- 
cally'invélves using a small 
dot to section off parts of a 
screen. Sound dull? Wrong! 


Inhabiting each screen are a 


series of floating nasties, 
and these cost the player 
‘one of their lives if they 
touch either the dot or the 


cordon off the screen areas. 


WAS the player progresses, 


the nui ‘of enemies is 
increased, Ghd the amount 
of the screen needed to be 
coloured also increases. 
Cacoma recreates every 
‘aspect of the original per- 
fectly, also adding:special 
backdrops as areas are 
filled, but for the forty quid 
asking»pricedm afraid that, 
these days, Cacoma will be 
nothing more than a pass- 
ing interest destined for 


name is an updated versions 


Topid obscuritycif you see 
‘one for twenty quid, though, 
go getone.. 
OVERALL 76% 


Updating the infas| 
ionable Cali pastin 

|. from skateboarding), 
jalthough sadly omitting the 
(i ‘current LA faves of Wanton 
Pyromania and 
Indiscriminate Looting. 
Unfortunately, it also omits 
any vestige of gameplay'as 
well. A great pity. 
OVERALL: 20% 


€ a _ ia 
— “a 
Obviously Kaneko don't 


Too Cool To Fool; rwise 
they never would have 
released this pileiof turgid 
trash. The graphics aré 
great, but the game itself is 
slow, uninspired and monot- 
onous. Bah. 
OVERALLTEXT:69% 


With his stupendous, 
Dinosaur damaging stom- 
ach, the infamous Chuck 
Rock flobbles his way fo suc- 
cess on the Super NES. 
Core’s prehistoric platform 
adventurer has far more on. 
offer than Joe & Mac in that 
there is far more depth to 
his gameplay and a wilder 
sense of humour surrounds 
him on the mission to rescue 
his wife. 


Listen! Can you hear the 
sound of Final Fight turning 


think the gefieral publicis “= 


in its grave? Well, you cer- 
tontfWauld if yous e 


ithe 
nisfortune toplay ? 


possibly one 
of the slowest, ecsigetontost 


limited ond capellie izont gi 


sat ‘em Ups in 


ris . Just say no. 
46% 


A good-looking and enjoy- 
able game with plenty of 
variety. However, none of 
the ideas are all that origi- 
nal, and the game is pretty 
easy, so don't expect too 
much in the way of lasting 
appeal. Still, it’s better than 
Caveman Ninia. 
RALL:79% 


OVE! 
“a 


* 


* 


ay 


w 


Spooky} The ghosts ofall 


those CéntralsAmerican 
guerilla soldiers have risen 
anew to terrorise the World! 
‘As top ghostbuster Jarman 
Van Gromfptkopften it’s 
your job to exorcise all of 
them and save the world! 


‘Mell, actually, no. Contra 
| Spirits is the latest in the 
\Beries that began over here 


‘as ithe GryZor coin-op. You, 
and a friend if the fancy 


takes you, are given the task 
of destroying a macabre 
robot empire all on your 
own in this top quality plat- 
form blaster from Konami. 
The graphics and sound for 
Contra Spirits are both 
superb, with Mode 7 frolics 
and dark, menacing shades 
being the order of the day 
for the most part. The 
gameplay is exceedingly 
tough, even in two player 
mode and even on the 
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missed. 


NOI Ity setting. 
Cont a classic 
game which should ngt be 


Graphically vi 0! 
World'is ruine vo igish 
controls, repetitive game- 
play and, ‘ution.Not 


quite abysmal butmear 
enough tovavoid. mem 
OVERALL:G' - 


Giant robots are gently 
nothing but trouble. You ask 
Doctor Who. One day 
they're serving humanity's 
best interests, the next 
they've grown to an unfea- 
sible size thanks to some 
cheap blue-screen effects 
and have access to the 
nuclear missile codes from 
‘over the world, threatening 
to use them to destroy the 
planet. Fortunately, they're 
not all like that, as the high- 
tech but benevolent ‘bot 
from Cybernator would 
indeed testify to you. 

It’s now your job to guide 
him os he wages war 
against a skipload of enemy 
giant robots in this latest 
shoot ‘em up from Konami. 
There’s absolutely stacks to 
do with your robot, and 
you'll need all your joypad 
skills to beat Cybernator, 
hard being as it is. Only a 
two-player mode could real- 
ly have improved this. 
OVERALL:94% 


Nothing whatsoever to do 
with postponing sweets after 


@ meal fora week but plenty 
in common with the tragic 
GUlf War. 'Desert Strike is = 
likely to satisfy everyone 
with af! for jingoism and 
ist to the 
-up format. 


Absolut 


a 
blaster. No wea 


speak of,.samey b 
grounds, samey NO 
variety, no challenge and no 
nothing. Avaid at all,costs. 
Overalir47% 


Elite’s conversion of the 
Readysoft Laser Disk coin-op 
ignores the limited playabili- 
ty of its arcade parent. opt- 


ing for a platform slant 
instead. Whilst still retaining 
key scenes from the origi- 
nal, Dragon's Lair is a visu- 
ally impressive game which 
unfortunately suffers from. 
frustrating gameplay and) 
often inescapable loss of 
life. Elite have made a brave 
dttempt with Dragon’s Lair, 
but ultimately this 4MEG 
conversion fails because of 
its finicky gameplay. 
OVERALL:71% 


Infogrames enter the RPG 
arena with a conversion of 
their much-hailed Amiga 
masterpiece. Controlling a 
party of wizards and war- 


riors d huge Mode. 7 play 
area and numerous flick- 
screen buildings awaityour 
pee roan afull 


fer: ‘ulgebeat 

Saige! 
all i Paci fare is™ 
contaihied WithyDrakkhen’s, 


huge,play area ifuph 
the game.sovadike an 


PG fon’ 's dream cor Uege,.20F it: 
Ser graphics areviffy, Nee ae: 


encounters ani 
ich you*have virtually'no) 
control over prove aftnoying 
eo soyathe least,"and th 
gameplay is offemillogicala 
“These kill off any-attraction 
Drakkhen' may haye had, so 
give it a Very wide berth. 
OVERALL:58% 


Exhaust Heat. Meaning “To 
completely use up a qualify- 
ing round”, perhaps? No, 
actually, that’s just a bit of a 
space filler. Exhaust Heat is 
actually a popular racing 
game from Seta which is 
getting on a bit now. 
However, this doesn’t stop 
Exhaust Heat from being a 
rather splendid game. 
There’s loads of courses and 
competitions and the going 
gets verysfrom the start. 
There's GIS0 tonisiof Ways fo 
tinker withsyour car, 

might actually pursome 
people off, especially when 
it comes toradjusting the 
angle of the front fairing! 
However, any race fan 
would find Exhaust Heat 
great fun, although the less 
technically-bothered would 


be best advised to go for the 


goes 1% 


Exhaust Heats Meaning 
“to...Oh/we've done that 
‘one haven't we? Well, any- 
way, needless to say, this is 
wife sequel to the original 
Exhaust Heat, and rather 
fine it is too. However, 
before reaching Formula 1 
itself, the player must battle 


through several éther clasé- 
@s, earning enough money 
to “buy” themselyes onto 
the next track, meaning 
there's still more tracks and 
competitions foithis than the’ 
“Griginal 
ea’, Exhaust Heat 2 may 

“She lacking something of the 
technicaLattention#to detail 

decessor, it's alot 

r to.getinto and 

ut, demand quite so 
mu joughtto the car 
itselfi@s much as the racings 


A oy great game. 


1 


Oh, those cheeky Japanese 
types, they're always\having 


another go at the overhead- 
view arcade-style GP 

games. Sadly, as of yet none 
of them have turned out to 
be any good, and unfortu- 


nately Hero.is yet 
er in the line. Do'not buy 
this. 


aNgihcasniad Atte Boy 
title is revealed to be’a vac- 
Gs it” 


is upgraded to Super 
NESdom. The premise is a 
simple one: explore a 3D 
maze, keeping aif’eye out 
for the many’stilly, faces 
which patrol it - m&king 


sure you shoot and déStroyssees 
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"them before they.get you. 

Er, that's it. The mazejis 
neatly, Updated, but the 
graphics are far from 

) detailed and make the 
gome look’even more basic 
than it really is For nearly 

© forty-five quid this is proba- 
bly the biggest waste of cash 
since the likes of California 
Games I and Home Alone 
Needless to say; give it a 
wery wide berth. 

RALL:26% 


Mad Gear might sound like 
the nome of a range of chil- 


Wdrens’ clothing from G&A, 


but itis in fact the moniker 

for the most dangerous 

gong in Metro Gitye This self. 
~ same gang have decided to 


prove how hard they are by 
Kidnapping the mayor's 
daughter and demanding 
the city as ransom! Only the 
mayor, or his mate Cody, 
can save the daywith their 
sfist-fightingyskills! 
3 Concomphve 3 reputation 
ior producing fine Super 
‘NES'ganies, and’Final Fight 


no ion. It’s very 
@ fo the coin-op original 
one charac- 


the fWo-player mode 


Also known as Super SWIV, 
this is a no-frills'up-screen 
“Phoot\emup! However, 
Players have now 
tome to expeet at least a 
couple of frills, andithelsim- 


plistic, although'Wwell pro 
grammed, gameplay means 
Firepower2000 comes out 
pretty bland when,com- 
pared to games such as 
Space Megaforce. 
OVERALL: 


This iswhat happeqgwhen 
you convert an only o c 
Amiga platform puzzle. 

game toa console which. , 


Glready has plethora of 
high-quality games of the 
Genre going for it. First 
Samurai comes out.as a 
rather cumbersome title with 
no real thrills in'sfre for the 
prospective ployer = 
OVERALLI62% Fi 


Aiee! a ig in peril 
and only o'flying tenis ball 
can'save us now! FI 

Hero is an up-the 

scrolling shoot the 
worst tradition - the gfaph- 
ics are plain, the action is 
slow and the screen is pretty 
mudhtotelly bare most of 
thé time. Go for Axelay or 


Space Megaforcé'orany- 
thing rather than this! 
OVERALL:64% 


Formula Nothing,the new 
Sport of racing cars with no 
fuel capacity whatsoever, 


Not surprisingly, this leads 
to most of the’drivers having 
t6get out and push their" 


absolutely nofworthibuying 
at all, no matter big a 


fan of the arégde original 
youléver were, Go for Super 


Probotector instead if it's 
vehicles arqurtd the track platfgrm slaughter frolics 
‘OVER seVentyetimes, and it’s you're interested in. 

not foo.great® spectator OVERALL: 2: 

sport. Luckilys@ nw model 
of fuel-free hover skimmers 
saved the race from bank- 
ruptcy, allowing the drivers 
to get around the course at 
quite some speed without 
breaking the rules. 

This is one of Nintendo's 
flagship games for the 
Super NES, and it's not sur- 
prising! Featuring super- 
smooth amazing 3D graph- 
ics, along with high-speed 
action as you zoom around 
15 different tracks, F-Zero is 
an essential purchase. 
OVERALL:90% 


Not a title about sadistic PE 
teachers and their wily 
ways, this is in fact the con- 
version of an arcade golf 
game. As you might expect, 
it’s not overly simulationy as 
a result, but there’s still 
enough golf-type fun for 
fans of the sport, and it’s 
easy enough to get to grips 
with for those who don’t 
know anything about the 


Hardly a deity when.com- 
pared fo the bestSuper NES. 
platfonmgames in existence 
but on inféresting excursion 
into the realms of the gods 
all the sameathe awkward 
control method lets the 
game downiatid the 
mochine’s bilities are 
almost completely ignored. 


Some'neysideas and a high 
level of challenge are 
enough to rai ove 


game. Pi st golf 
gamevGn'the Super NESjibut 
Take control of your pudgysesssthedastability is slightly 
fercenary in this conyersion questionable. 

of thé*pretty decenteoin-op. OWERALL: 76% : 
Sadly, theiterribleranima- ; a 
tion, cripplingly slow,game 
speéd and disgraceful, easi- 
ness of the title make if 


Fromte people responsible 
igafon Dragon's Fury on the 
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Megadrive comes the first 
Super NES pinball game. 
The actual table itself is 
stuffed with bonuses and 
animated demons and all 
the things you'll expect if 
you've seen a Naxat pin 
game before, but it’s just 
spoilt a bit by the sometimes 
unpredictable ball spanging 
and collision detection. Still 
a worthy purchase though. 
OVERALL:86% 


‘Are you American? Do you 
watch banal quiz shows all 
the time? If the answer to 
these two questions is no, 
Jeopardy is completely 
redundant, with most of the 
questions being very 
American in nature and the 
game itself being completely 
devoid of entertainment 
unless game shows are your 
idea of heaven. If the 
answer to the two questions 
is yes, Jeopardy still isn’t 
your type of game, because 
of the stupid controls. 
OVERALL:52% 


Blimey, it’s another tennis 
game - and it’s a bit like 
Super Tennis, but it’s not as 
good. There's loads of 
options and it’s obvious the 
programmers have tried 
hard to beat the classic title 
but sadly, the game speed is 
too,slow, the ball movement 
is'to0 Unpredictable and the 
controls are too fiddly, which 
makes Jimmy Connors 
somewhat frustrating. 
OVERALL:79% 


Data East’s obscure coin-op 
‘Gppeors for the Super NES 
im a pretty much perfect 
conversion, and proves to 
be moderately playable if a 
little bland and forgettable. 
Joe (because Mac has been 
made redundant in this ver- 


sion) has seen his girlfriend 
kidnapped, and sets out to 
rescue her. Well, that’s the 
plan, and his mission sees 
him lobbing all manner of 
axes, boomerangs and 
stones wheels at anything 
that gets in his way whilst 
simultaneously picking his 
way across the game's 


many platforms and haz- 
ards. Large bosses also turn 
up periodically to make life 
even harder, and Joe's 
progress is marked on a 
scrolling map of the area. 
There's nothing really to 
fault with Joe And Mac, but 
it proves a little too easy 
‘and lacks that certain 
‘something’ to entice the 
player back for prolonged 
playing sessions. Joe is a 
well-animated little fellow, 
and his foes are similarly 
well drawn. However, if it’s 
excitement you're after, stick 
to Mario or The Addams 
Family. 

OVERALL:68% 


Raccoons eh? These furnylit- 
tle creatures existedjaimost 
unknown throughout North 
America until 1986, when 


the cartoon series the 
Raccoons, starring Burt 
Raccoon, was launched. 
After this, raccoons became 
the creatures of the 


moment, even being 
crowned as the new nation- 
al animal of the USA. 
However, now the tables are 
turned and there is a move- 
ment to drive the fuzzy 
blighters out of their homes. 
Only you, Rocky Raccoon, 
can stop them. Or Pocky, 
your mate. 

Ki Ki Katai, otherwise known 
as Pocky and Rocky, is an 
eight directionally scrolling 
shoot ‘em up featuring 
hordes of cute characters 
and some great graphics. 
There's loads to shoot at 
and loads of ways in which 
to destroy your enemies too, 
but what really makes the 
game is its ultra-rock diffi- 
culty setting. 

OVERALL:92% 


This was a pretty enjoyable 
Neo Geo game, featuring 
two multi-storey highimon- 
sters battling it out over a 
variety of urban landscapes. 
Destroying the cities is fun 
for a while, but there’s only 
a limited number of moves, 
‘and opponents for that mat- 
ter. The game is very slug= 
gish and has no real scope 
for skill or tactical play any= 
where. Leave this alone: 
OVERALL:57% 


Thoseulittle yellow fruit you 
squeeze over your pancakes 
On Shrove Tuesday are full 
of mischief, aren’t they? Oh, 
lemmings. Yes, well, them as 
well. In this gamepwhich 
has been converted to just 
about every format ever, you 
have to save a flock of lem- 
mings from certain death as 
they stroll single-mindedly 
onwards towards their 
death. 

If you're a puzzle game fan, 
Lemmings is about as good 
an example as you'll find on 
the Super NES, although it’s 
unlikely to convert you if 


you're not. There’s a host of 
exceedingly taxing levels to 


bt 


hurt your brain and it’s all 
great fun. Hurray. 
OVERALL: 92% 


It was a decent film! It was a 
decent Ice T song! And now, 
it's a decent platform game 
from Ocean. There's noth- 
ing particularly new on offer, 
but if you don’t mind a stan- 
dard ice-levels-and-swim- 
ming-sections title, you 
could do worse than this. 
The gfaphics are quite jolly, 
the controls are responsive 
‘and the game overall is 
highly polished and good 
fun. 


OVERALL:81% 


Not context with building 
big ships and discovering 


America, three of those 
kooky Vikings had to get lost 
in an eerie time/space 

warp. It is now your task to 
guide them back to their 
‘own time (and space) in this 
here puzzle game with a 
platform slant. The first ten 
levels or so are incredibly 
tedious, but if you persevere 
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‘you'll uncover a highly 


entertaining and absorbing 
game. Worth it if you've got 


the patience, 


Fun though this may be, at 
first, the novelties soon wear 
off. Both the art and music 
designers are hopelessly 
limited and fail to function 
‘gs true educational tools, 
though they’re OK for a 
laugh. The swat the fly cof- 
fee-break feature is the only 
‘ospect of the package that 
classes as a game, yet it’s 
hardly worth sixty notes 
despite the inclusion of the 
rather excellent mouse. 
OVERALL:65% 


Capcom work their magic 

on the Super NES once 

more with their first Disney 

scense. Mickey's quest is full 

of surprises and is pack 

with gorgeous graphics and 

enchanting music. 

game sees Mickey as a 

fireman, a mountaineer 

ad evenia mighty little sor- 
er all of which lend 


ing twists in the gameplay. If; 
only it wasn't so goddam 
eosyl Tsch. 

OVERALL:84% 


Mechwarrior is a graphical 
our de force, and a rather 
ndid game to boot. It’s a 
ort of arcade/strategy type 
game which puts you in 
control of a giant robot bat- 
Sesuit engaged in combat 


emselves to some interest 


with a number of similarly- 
kitted-out opponents. The 
only real problem is the 

ness of the com- 
bat, which causes it to have 
“shelving” periods between 
plays. Still a fine title, 
though. 

1% 


Do you like playing 
Monopoly on your own? If 
so, this may appeal to you, 
If not, avoid this at all costs. 
OVERALL:41' 


Clever use of Mode 7 make 
this a very impressive game 
indeed. There's loads and 
loads of options too, and 
everything,else you could 
want from a basketball 
game too, although this 
means it does take a bit of 
getting used to. | 
OVERALL:87% 


Mode 7 hits the big time 
again in this novel puzzle 
game from Taito. The object 
of the games to guide your 
marble through a maze 


within a strict ti 


me 
rotating the entire maze 

itself, It’s all very clever and 
On The Ball is certainly a lot 


of fun while it lasts. Sadly, 
most of the mazes are just 
too darned easy to com- 
plete, and as with most puz- 
zle games, there’s nothing 
much to keep you at it once 
you've completed it. 
However, the Special Stage 
should keep you going for a 
while. 

OVERALL:82% 


iGloitelatgeod idea, mixing 


platform blasting with o nice 
drive ‘em se ARM 


both scons ofthe game 


A smart game similar to the 
old Alien Syndrome coin-op. 
It sees your futuristic war- 
riors legging it around a 
three-quarters overhead- 
view maze-type environ- 
iment shooting everything. 


"Sadly, there aren't many lev- 


els so it’s pretty easy to 


complete, but without a 
doubt Operation Logic 
Bomb is highly playable 
game indeed. 
OVERALL:84% 


muiti-directionally 


effort. The aim is to deliver 
popers to all your Pewee 


elf, this ulti 
deliver 
OVERALL:41% 


Taking the basic Nemesis 
theme, Konami add their 
own blend of magic by 
offering the player the 
chance to guide an octopus 
or a penguin through sever- 
al levels of brilliant blasting 
action. granted, there’s 
nothing we haven't seen 
here before, but Parodius is 
supremely playable, and the 


levels contain a brilliant 
assortment of nasties, all of 
which - although disguised - 
will be instantly recogni 
able to hardened Nemesis 
players. Clowns with deadly 
ats, ballet dancing end-of- 
level hazards, and ships 
with a cat's head - these are 
just a few of the things you 
can expect to encounter 
with, and all are superbly 


drawn and animated. 
Another brilliant game from 
Konami, and a worthwhile 
addition to any shoot ‘em 
up fan’s library. 
OVERALL:91% 


Take a trip to the Pilotwings. 
academy for advanced fly- 
ing in this visually stunning 
game. Hang-gliding, jet- 
packing, parachuting and 
plane-flying are all here to 
be enjoyed. Although the 
novelty does wear off after a 
while, Pilotwings still ranks 
as a highly playable, exquis- 
ite game. 


OVERALL:89% 


Gl Ant rearranges domi- 
noes in order to progress 
through the levels in this 
entertaining puzzle game 
from Ocean. Pushover may 
not hold the same excite- 
ment as Lemmings, the puz- 
zles are not testing enough, 
but still rates as a fun kind 
of strategy game. 
OVERALL:78% 


The foul mouthed, ultra-cool 


minor hero of the eighties 
makes his second come 
back! The graphics are 
super psychedelic, the music 
and sound effects are 
beyond description except to 
say that they are equally as 
far out. Q*Bert may be a 
tired old character but 
NTVIC have revived and 
revamped him back to life. 
The only problem is that the 
tedium overtakes the com- 
pulsion after a while leaving 
poor old Q*Bert facing the 
prospects of eternal shelf- 
dom. Check it out, however, 
if you feel the'need for a 
change. 


Streetfighter 2 clone based 
on the exploits of a group of 
extremely popular Japanese 
Manga characters. The 
graphics are extremely great 
and the game speed is very 


fast indeed. On presentation 
terms this is totally spiffing, 
and there’s loads of special 
moves and characters, but 
it’s too easy for its own 
good. 

OVERALL:78% 


Even better presented than 
the first Ranma game, which 
is really saying something. 
It's also faster, and in fact, 
better in every respect bar 
one. That is, Ranma 1/2 Il is 
even easier than its prede- 
cessor - Gnnn! If you're 
going to have a second 
player around all the time 
it’s a good supplement to 
Streetfighter, it's a lot faster 
and looks and sounds bet- 
ter, but on it’s own it’s just 


not quite Ribena. 
OVERALL:79% 


Although it features a simul- 
taneous two-player mode, 


this is very much a poor 
man’s Final Fight. The 
action simply isn’t e 
varied enough to be worth 
getting. Check out Final 
‘ight instec 


Are you a Japanese strate- 
gist? Dead good at that old 
boardgame Shanghai but 
got no-one to practice with? 
Well, even if that's the case, 
don’t bother getting this 
slow-moving and rather 
useless attempt at convert- 
ing the ancient game to the 
Super NES. 

OVERALL:67% 


Welcome to the future, 
where home Virtuality is a 
reality, and a million and 
‘one programs are available 
for the VR connoisseur. 
Welcome also to a city, a city 
where the entire population 
live out their lives in a fanta- 
sy world or simulated reality. 
Welcome to Sim City 
(Copyright Clive Barker 
Intros Inc). 

In this highly original game, 
you create and nurture your 
own city, dealing with all the 
usual problems of over- 
crowding, pollution and var- 
ious other environmental 
disasters. This might sound 
boring, but Sim City is actu- 
ally very deep and involving 
and hours literally fly buy 
when you play it. A truly 
classic cart. 


OVERALL 93% 


Not a conversion of the 
coin-op as you might 
expect, but yet another Final 
Fight clone. Sonic himself 
has a load of cool comedy 
moves, and there’s a good 
comic book atmosphere 
running throughout the 
game, but ultimately it gets 
very repetitive and loses its 
appeal as a result. Yah boo 
sucks. 
OVERALL:65% 


unplucked raw chicken 
wings. You play the part of 
Fox McCloud, leader of the 
Universal Anti-Hunting 
Lobby, on a covert raid deey 
into the heart of Kentucky 
World, hoping to shut down 
Sanders’ evil operation onc 
and for all. 

Starwing is the game 
absolutely everyone has 
heard of by now, being the 
first tie to use the new and 
fantastic Super FX chip. 
Although the game is actu- 


4 


Space Megaforce is actu: 
the title of a futuristic Sega 
magazine. The pilot vide 
your control has 

escape and take up ee - 
tion on Space Nintendo . 
Magazine System, but toldo 
that, first he must fight,his. 
way through the evil min- 
ions of the publishing com- 
pany he has left. 

What a load of tosh eh? 
Still, Space Megaforce, oth- 
erwise known as Super 
Aleste, is one of the best 
shoot ‘em ups to hit the 
Super NES.The graphics are 
absolutely great, with plenty 
of use of colour and Mode 7 
effects. The game itself is 
great fun, with absolutely 
stacks of weapons to choose 
from andizillions\ofifoesito 
annihilate. There's quite a 
number of long levels, 


although on the lower diffi- 
culty settings it’s still a bit 
easy. However, this is one 
game blast fans should rel- 


)VERALL:92% 


Not only is Nintendo 
Magazine System still going 
in the future, but so is 
Kentucky Fried Chicken. 
However, with the growing 
rise of vegetarianism, it is 
only inevitable that it would 
be outlawed. Now, Colonel 
Sanders has gone too far 
with the new Starwing, 


oly 


ult 


“ally a bit on the easy side, 
there are loads of secret 
worlds to find, and the 
game is vastly enjoyable 
and stunningly impressive. 
Definitely an essential pur- 
chase 
OVERALL:96% 


There's not really much 
point going on about this. 
Everyone should have the 
adventures of Ryu and Co 


for their Super NES by now. 
If you haven't, this is just 
about the bestest beat ‘em 
up ever, if not the greatest 
game, and you should leg it 
out and purchase this forth- 
with, if not fifthwith. 
OVERALL:98% 


You might as well ignore the 
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SUPER NES 


title. This is actually 
Wonderboy on the Super 
NES, converted by the 
game's creators, Hudson 
Soft. This cart plays identi- 
cally to Wonderboy but with 
enhanced graphics and 
amazing music to beef up 
the proceedings. It’s good 
fun, but it can be completed 


Castlevania is a little known 
borough of London, just 
south of Putney, which is 
notorious amongst vampire 
hunters of the world. As yet, 
only one, Simon Belmont, 
has dared set foot inside the 
county. Not, however, 
because of the ever-present 
vampire menace, but a dif- 
ferent bloodsucking threat - 
on enormously high poll tax 
rate. 

However, sometimes a» 
man's gottado whata 
man's gotta do, and in this | 
case Simorihas to brave 


Castlevania to kill:Dracula 
latform 


| 
ai 


in this superle 
game. The graphics cre 
Great, the sound’s great and 
#’s highly playable once you. 
persevere through the 
rather dull first couple of 
levels. This is actually selling 
efor reduced prices in some 
places, and is a great bar- 
gain to hunt out. 
OVERALL:91% 


e plat 


Billy and Jimmy Dragon are 
brought up to date in this 
all-new Double Dragon 
game. Not surprisingly, it’s 


pretty much what you'd 
expect from a Double 
Dragon title, with plenty of 
fisting and weapon picking- 
up to add to the action. 
There's plenty of moves and 
it makes good use of all the 
joypad buttons, but there 
are a couple of problems. 
The game speed is a bit 
slow, and the enemies only 
attack one at a time, mak- 
ing it all too easy to com- 
plete. For fans only. 
OVERALL:73% 


Ghouls and ghosts have 
problems too, you know. 
There's always some selfish 
ghoul or ghost who's ready 
to prey onthe innocent _ 
majority of undead, and. il 
thus get the rest of thema 
bad name. Who do the nos- 
feratu turn to at times like 
this? Yes, Super Ghouls ‘n’ 
Ghosts, a group of heroic 
dead people who campaign 
tirelessly against crime 


beyond the grave. 


However, the king of the 


_ undead criminal fraternity, 
“Lucifer, has kidnapped 


Arthur the Knight's fiancée, 
and even the Super Ghouls 
‘n’ Ghosts can't save her! So 
now it's your job to guide 
Arthur on his quest in this 
fabulous platform title. It’s 
incredibly hard though, so 
be warned if your gaming 
skills aren't top notch 
OVERALL:94% 


Converting probably one of 
the worst NES games going 
to the Super NES doesn’t 
really seem like a good 
idea, does it? And indeed, it 
certainly wasn’t. Whilst 
Super Goal isn’t quite as 
tragic as its predecessor, the 
limited number of moves 
and frustrating super- 
human goalies put the 
dampeners on the playabili- 
ty to a huge degree. Seek 


— 


out Striker instead for Crewe 
Alexandra-type fayre. 
OVERALL:60% 


This was one of the best 
Megadrive games of all 
time, and so the conversion 
to Super NES was eagerly 
awaited. However, the stu- 
pid slowdown, not even 
usually caused by the screen 
being full, and the useless 
collision detection ruin what 
could have been a classic. 
OVERALL:78% 


Well, was this game worth 
the hype or what? The 


answer is probably no, 
unfortunately. The gameplay 
is nowhere near as good as 
in the original 16-bit ver- 
sions and so it looks like 
another long wait for some- 
thing better. Sensible Soccer 
perhaps? Save your cash! 
OVERALL:73% 


Those no stopping Mario 
Mario and his brother, Luigi 
Mario (obviously, they didn’t 
have the most imaginative 
parents). However, there's 
obviously no stopping their 
arch-enemy Bowser, either, 
as he’s back again, with yet 
another turtle empire with 
which to tyrannise the popu- 
lation of Mushroom World. 
Still, for the purposes of this 
game, Mario has returned 
to fight Bowser and the 
Koopas in this latest plat- 
form extravaganza. the 
graphics look a bit dated 


INDEX 


now, but the gameplay is 
still as fresh as ever, and it’s 
dead groovy. Miss this at 
your peril, as the saying 
goes. 

8% 


Q - What Is the first Seal of 
Quallty game you come to In 
the Index? 


Mario returns to the Super 
NES in this great game all 
about shopping. Mario has 
to guide his kart around 
Kwik Save, grabbing only 
the items he needs and 
avoiding the temptation of 
‘the chocolate positioned by 
the check-out. Actually, 
that's a bit of a lie. The karts 
in question are go-karts, not 
shopping trolleys. And 
instead of getting his gro- 
ceries, Mario has to race 
against a number of his 
friends and foes. 

Not particularly outstanding 
‘on your own, but with two: 
players this raci eis 
the absolute business. 
Featuring brilliant graphics 
and a variety of different 
play modes, there are even 


some secret shortcuts to dis- 
cover. We haven't stopped 
playing it since it came into 
the office! 


The Mitchell Bros’ coin-op 
hits the Super NES in true 
style - minus the two-player 
mode - and virtually intact. 
An everyday story of a lone 
hero out to clear the world 
of a vicious plague of bub- 
bles, Super Pang is a very 
simple idea but very well 
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executed. Travelling from 
world to world popping bub- 


bles and collecting assorted 
bonuses proves extremely 
enjoyable, and the game’s 
two play modes ensure that 
there’s no way you'll get 
bored of the game. An 
excellent conversion of a 
coin-op which deserved 
more recognition - perhaps 
it'll get it now. 


Take on the might of the 
Bydo empire in this souped- 
up version of the classic hor- 
izontally scrolling 


Super R-Type of fun 
to play and ha: 
graphics. The pI 


that the game slows downia 
lot and it’s very easy to 
complete, with nothing 
more to see on the higher 
difficulty levels. 
OVERALL:74% 


Soccer is soccer, only this 
time it’s played out ona 
third person perspective spin 
‘n’ scroll pitch. Although it’s 
a treat to look at, there isn’t 
much of the pitch viewed at 
‘once, making passing very 
difficult. The ball movement 
is also quite unrealistic. 
Technically polished, but 
lacking in the playability 
department Super Soccer is 


only really regimmended to 
hard ‘el fans. 
= 


Star Wars was the film that” 

launched a million spifisoff 
and the one that revived the 
flagging Space Opera 


genre, only to allow it to 
slide away again as soon as 
the third and final Star Wars 
film hit the video stores of 
the world. If by any chance 
you haven't seen the films, 
this could be the next best 
thing. 

Super Star Wars charts the 
progress of Monsignor 
Skywalker and pals on their 
first mission against the evil 
Empire. Fortunately, they're 
all really good at jumping 
platforms and things, so the 
game takes that format, 
with some smart Mode 7 
landspeeder and X-Wing 
fighter shoot ‘em up levels. 
This is one of the longest, 


;BST LURES a 


hardest and bestest games 


‘on the Sy; INES and is 
highly gAiinten ded 
OVERALL:94% 


Ah, tennis. The thwack of 
racquets against balls, the 
agonised screaming of the 
male competitors, strawber- 
ries and cream at 
Wimbledon, having your 
house repossessed when 
you can't pay for them, all 
of thesevare the joys of that 
great British Institution. You 
know, the one we can't won 
at anymore 

The Super NES’ spin ‘n’ 
scroll graphics chips are 
used to create a fast, 


E 
+ 


= 


smooth third-person per- 
spective tennis court, popu- 
lated by cute sprites that 
swear a lot (on the Japanese 
version). Super Tennis is the 
best tennis game ever pro- 
duced. Its playability is unri~ 
valled and as a two-player 
game, it’s the tops! 
OVERALL:94% 


Tetris finally rears its lovely 
head on the Super NES in 
the form of this excellent 
two-player conversion, with 
the added bonus of a sec- 
ond game, BomBliss, which, 
whilst very similar to the 
original adds new dimen- 
sion of strategy and that. A 
must for all puzzle fans, and 
indeed, anyone with the 
cash to hand. 
OVERALL:9 


Quite an original idea this, 
guide your snakey dragon 
around a series of enemy- 
infested mazes, scorching 
e heck out them along the 
ly. However, whilst the 
responsiveness of the con- 
trols is good, the design of 
the game is bad, The levels 
are very similarjand repeti- 
tive, as a result it loses its 
appeal within a couple of 
level. 
OVERALL:41% 


Tecmo Tecmo Tecmo Tecmo! 
As 2 Unlimited might say. 
Yes Tecmo, the music sensa- 
tion that’s sweeping the 
clubs of the world and filling 
the charts with annoying 
blip-bleep tripe that sound 
like Spectrum tunesfrom 
some years old budget titles 
| don’t know, there’s never a 
tune you can whistle. 
However, Tecmo are also 
the producers of some 
rather fine games, this 


INDEX 


gills with options and bits to 
play with, along with a hugs 
playbook which injects a 
huge strategy element to 
the game, aswellias the 
reflex-testing japes already 
inherent. Ifyourfancy a fast- 
paced and absorbing sports 
sim, this is for you. 
OVERALL:92% 


ne 


Aaaciieeee!! What is it 
about the words Terminator 
and Video Game that cause 
every game based on eithét 
Terminator flick to be 
absolute trousers? Sadly, 
Super NES Terminator is no 
exception to this law. 
OVERALL:47% 


They're tiny! They’re toony! 
They're, um, dah dah 

er, oh, I'll remember the 
next bit in a minute. Yes, 
those little junior cartoon 
rascals are back from their 
cartoon series of the same 
name to star in yet another 
Nintendo game, this time o1 


the Super NES. It is your 
task to take control of Buster 
Bunny and guide him on his 
quest to rescue some.coins 
from Montana Max. 
Obviously, coins need liber- 
ating don’t they? | mean, it 
wouldn't be because buster 
was out for the 160t formhim- 
self, eh? | 

Whilst a little slow-paced in 
Splaces, Tiny Toons displays 


are of the mst amazing 
riety of any game. There's 


being one ofthem. Tecmo jany sub-levels, bonus 
Super NBA ‘ts bursting fo Teste f5 and extra things fo. do 
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choose from and the scope 
for tactical play is stunted by 
the fact the action pauses 
momentarily with each hit 
that connects. Still a pretty 
good game though. 
OVERALL:89% 


to test all your skills it’s 
incredible. The game under- 
neath all of this is good too, 
being amazingly challeng- 
ing and stupendously enter- 
taining. 


Q - What cartoon character 


Is Buster Bunmy based en? | 44g ago, UN Squadron 


was released on the ST and 
Amiga home computers. It 
was very bad. Having learnt 
from that lesson, when it 
came to doing the Super 
NES version Capcom took a 
different tack. For starters, 


If real boxing were like this 
it'dybe about as popular as 
curling. Two men stand pret- 
ty much stock still in the 
middle of the ring and use 
their amazingsrepertoire of 

two moves to pummel each 
other into:submission. 

| Zzzzz. The game itsel is 
bad enough, but the play 
logic is likewise terrible. DO 
not at all buy this ever. 

36% 


Absolutely the worst music 
ever heard on any computer 
or console, and the game 
itself doesn’t fare much bet- 
ter. Totally wastes the license 
‘on a tawdry and staggering- 
ly unoriginal platform game 
with poor controls and an 
incredibly slow running 
speed. And the graphics are 
crap. And all the levels are 
the same. 

37% 


they converted it them- 
selves, and they also added 
some elements to the rather 
average coin-op. As a 
result, UN Squadron on the 
Nintendo is a mega levels 
and weapons beanfeost with 
plenty of death and murder. 
Known as Area 88 in Japan, 
this side-on scrolling shoot 
‘em up coin-op conversion 
isn’t as technically amazing 
‘as Contra Spirits, but it’s just 
gs playable and even more 
lastable. The graphics are 
stunning, the sound decent 
‘and the gameplay highly 
exciting. Another Capcom 
winner. 


Sporting possibly the worst 
title of anything ever, Tuff E 
Nuff was touted as being 


‘An outstanding game on the 
PC, Wing Commander 
doesn't have the necessary 
excitement and outstanding 
gameplay fo uphold its rep- 
utation on the Super NES. 
With too much attention 
placed on the presentation, 
which isn’t all that good 


the answer to Streetfighter 
2, but it isn’t quite. Sure, 

there's loads of moves and 
the game move faster than 
Streetfighter, but there are 
only four characters fo 


either, and not enough to 
the gameplay Wing 
Commander is best left 


alone. 
OVERALL:62% 


Latest title from Alexei 
Pajitnov, creator of Tetris. 
Blimey, don’t those Russians 
‘ever come up with any new 
ideas? Anyway, Wordtris is 
actually quite a laugh, being 
as it is a mixture of Tetris 
and Scrabble. The only real 
down point is the rather 
high price tag. If you can 
pick it up for about thirty 
quid it’s definitely worth 
but at forty pounds plus, it’s 
not quite excellent VFM 
OVERALL:80% 


A top quality platform action 
game with something of a 
puzzle undercurrent. May 
lack the glamour of some of 
the glossier games, but 
Xandra packs a consider- 
‘able challenge and there's 
absolutely loads to do. 
Definitely worth at least o 


Q- What Is the name of 
Mario’s arch enemy? 


So, it wasn’t just Tiger 
Ninestein out of Terrahawks 
who bothered to clone him- 
self. It seems his arch=neme= 
sis, Zelda the Crine, took his 
advice and planned securely 
for her future too. However, 
it’s\also apparent that the 
Terrahawks managed to 
bump the old bag off at 
least twice, with the result 
she's already on her second 
clone. However, in the alter- 
nate Nintendo reality, Zelda 
is in fact a kind and lovely 
princess, which is where we 
pick up our tale. 

Link returnsiin this viewed? 
from-above scrolling quest 
with thousands of screens, 


loads of puzzles and some 
great graphics and sound. 
This is the definitive adven- 
ture game for the Super 
NES, but be sure to buy the 


American version of the 
game because the Japanese 
import version has lots and 
lots of indecipherable for- 
eign text. 


95% 


BOY, SUPER NINTENDO ENTER- 
TAINMENT SYSTEM, SUPER NES 
and SUPER NINTENDO SCOPE 
are trademarks of Nintendo of 
America Inc. and or its associat- 
ed companies. 


Nintendo Magazine System is 
Copyright EMAP Images. Any 
duplication, transmission or use 
of any of the text or pictures 
contained within these pages 

without prior permis 
publishers will result 
action. 
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Foul Deeds are 
of our 


Pants of However, his coura- 
geous sidekick Robbin’, who was hid- 


ing behind some crates at the time, 
escaped unharmed to tell the tale. 
Using all his incredible powers of 
deduction handsome, debonaire and 
sophisticated Robbin’ made to set out 
and find Blagman, defeat Gnatsch 
and get the Kirbys,.Butthen’ 

thought “Hang on a minute, here’s a 
chance to sit around for a bit not hav- 
ing to put up with that lazy get and 
having to make him cups of tea and 
bathe his chalfonts every five min- 
utes.” So instead, he put his dainty 


~ suite be teed ol Coa Ga Sowing fonione 
2 en 


ight-hand mon Mr Whippy 
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sential Neighbours 24- 
Hour Omnibus. Luckily 
though, whilst no-one realises 
it L...er, I mean the absolutely 
smashing Robbin’ is the one that 
does all the hard work anyway, so the 
di of Blagman has availed 


has become of 

tumiered dynamo? Will we 
ever see him again? Can the 
boy wonder save him? Tune 
in next moth, same blag 
time, same blag channel... 


Noodle oodle oodle oodle dull Powermonger grab 


i? 
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SUPER NINTENDO. 
SUPER STAR WARS 


Another classic game we wondered what had 
happened to. Super Star Wars is a top notch 
platform blaster, with some nifty Mode 7 pilot- 
ing sequences thrown in, which is super dead 
hard and incredibly enjoyable. Probably 


JOHN MADDEN'S 
FOOTBALL “93 


John Madden might have made his 
mark on the Megadrive, but he’s still 
to impress in his Super NES incarna- 
tion. Madden ‘93 is as slow, jerky and 
awkward to control as its predecessor, 
and as a result it just isn’t really worth 
the cash, unless you're a real hard- 
core Yank footie nut. 


MAGIC SWORD Sadly, it’s a bit of a What really kills it 
turkey, this. The though is the slow 

Battle your way up the graphics aren’t that and repetitive 

mysterious Tower of bad, although the gameplay. Maybe 

Mysterious Death in this animation is a bit this one should have 

one-player conversion of | rough, and the sound _stayed off the 

the Capcom coin-op. is likewise peaky. shelves, eh? 


MICHEY'S 
MAGICAL 
QUEST 


It looks, great, it 
sounds great, and it 

plays reasonably 

great. Yes, Mickey 

gets the full plat- 

form treatment 

courtesy of Capcom, 

and it’s not at all 

bad. However, the 

action is really fairly 

simple, andthe lev- | PARQDIUS 

els are quite a bit Wahey! We thought we'd never see it over here, but 
on the easy side. at last Konami's excellent shoot ‘em up hits British 
One younger play- shops. The graphics are fantastic, there’s a number 
ers should adore, of different ships to choose from, tons of weapons 
but more experi- and millions and millions (well, not quite) of things 
enced gamers are to shoot. The difficulty level goes from fairly easy to 
better off going for | Gnnnoiks-how-do-you-beat-this status too, so 
summat else. there’s a challenge here for even the hardest bitten 


BEST OF THE BEST 


It might sound like a tawdry 
and dull chop socky extrava- 
ganza starring some third 
rate actor who instantly sinks 
back to un-fame, a film which 
would bore you to tears 

in minutes of you swi 

on, but it is in fact a game. 
However, all of the above 
comments apply, apart from 
the bit about the actor. 


at NMS may be first with reviews, 

W: all this advanced knowledge, 

coupled with varied delays, means 
there can be a lag of a couple of months 
between our review and the game hitting 
the shelves. Y’see, in between our review 
and the proposed release date, there can 
be all sorts of unforeseen reasons for 
delays, such as delays in shipping, legal 
wrangles, unusual sunspot activity, or the 
dog ate it, sir. So we decided it would be a 
good idea for us to go and find out exactly 
what was on the shelves. Not “Ahh, it’s 
coming in next Tuesday”, and definitely no 
“Well, there’s this unusual sunspot activity 
at the moment...” This month’s list was 
complied with help from the Virgin Games 
Centre in Oxford St, London, whom you 
may contact on 071 637 7911, and further 
lists will come from other retailers around 
the country. Along with the list of new 
releases, there's also a potted review in 
case you missed the previous appraisal. 


***STOP PRESS*** 


Ifyou con't wot for Zelda to hit the Game Boy, whet your RPG-type 

‘petite withthe crtcally-acaimed Mystic Quest, This isthe latest 

codditon tothe sucestul Final Fantasy sries from Nintendo, and is 

« feast of role-playing fun and highly recommended. Mystic Ques is 
officially released on May 1, priced £2999 


ALIEN 3 


Not a platform blaster like the other versions, 
but a creepy, atmospheric strategy game. If 
you've got even a tiny bit of patience, Alien 3 
is one of the most involving games going for 
the Nintendo's micro machine and is loads of 
fun to play. One of the better Game Boy 
releases this month. 


It might be quite 
easy to complete, 
but Crash 
Dummies is great 
fun to play, and 
even once you've 
beaten there’s 
always o great 
compulsion to go 
back and play it 
‘again just for yuks. 


STAR WARS 


Conversion of the classic NES game, and 
it almost completely works. However, it 
does lose a little in the translation ond the 
screen sometimes gets a bit cluttered. Stor 
Wars is still an excellent game, however, 
‘and one Game Boy owners should think 
very carefully cbout buying 


BART MEETS 
RADIOACTIVE MAN 


The Simpsons aren't as fashion- 
able as they used to be, but still 
Bart keeps coming back to the 

NES. Bart Meets Radioactive Man 
is pretty similar to the other 
Simpsons games really, so rest 
assured, if you liked them you'll 
probably get into this. Don't expect 
anything even remotely new, 
though. 


TRACH AND FIELD 


All the frantic button-punching is 
bound to make you look like a com- 
plete berk if you play it on the train, 
but Track and Field is actually quite a 
laugh for a bit. However, it’s pretty 
limited, so don't expect too much 
game for your money 


NOAW'S ARH 


Toke control of Noah and kill 
a heapload of animals in this 
rather confused platform 
game. It might be cheap, but 
Noab’s Ark is anything but 
cheerful, being dismally 
unplayable as it is. Bah. 


MONSTER IN MY POCHET 


Whilst Monster in My Pocket isn’t one of 
the best platform games 
ever, itis 

available at a 
knock-down 
budget price, 
which is most 
commendable. 
However, it still 
isn’t worth both- 
ering with unless 
you're really 
skint and can't 
wait to buy a new 
game at the time. 


PIRATES! 


Seother budget title, and what an enormous bargain it is! Pirates 
© ene of the best strategy/RPG games on the NES. There's loads 
® sptions, the game itself is huge and has enough subplots and 
s@mety running through the game to satisfy anyone - there's 

= sword-fighting levels! Bargain of the month 


@ THE BEST OF BOTH MORLDS| 


% nin 1993 £1. 75 


wi) 
TRA 


| INCLUDING THE CHANCE TO WIN A SE{ 
MASTER SYSTEM, SONIC THE HEDGEH 
GAME PLUS VIDEOS GALORE! 


F-15 Strike Eagle 
Now it’s in your hands 


F-15 Strike Eagle, taking off on the Game Boy #3222 PROSE 


My name is POND: JAMES POND... Seacret agent. 


Pond: 

Dr. Maybe is back! OR MAYBR 

‘We have learned from Washington and the Kremlin that he has taken overthe =< 
central toy factory on the North Pole and has sabotaged an unknown number of toys disguised 
as penguins with tiny but lethal explosive charges. if they are not diffused within 48 hours they 
ill be distributed throughout the globe and wreak havoc throughout Christmas. 

Your mission is tough but straightforward. Infiltrate the factory na 

‘and free the penguins. = 


WE ARE A SMALL GROUP OF PEOPLE DEDICATED TO PRESERVING A PART 
OF CLASSIC GAMING THAT SEEMS TO BE OVERLOOKED MOST OF THE TIME. 
NAMELY CLASSIC VIDEO GAME MAGAZINES. 

OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 

AND DIGITIZING THEM BEFORE THEY ARE LOST FOREVER. 

BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START TO FINISH. 

THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 

THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 

TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 


WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER uf 
IN QUESTION TO DO OTHERWISE. 

THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 

DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 

AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. — 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 

(DIGITAL VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, Tal 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 


THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A CERTAIN DATE, IS TO GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO SELL REPRINTS OR DIGITAL VERSIONS OF THEIR OLD MAGAZINES 

IF THEY WISH TO DO SO. 

THESE ARE HARD ENOUGH TIMES AS IT IS FOR PRINT AND THE LAST THING 
WE WOULD WANT IS TO DO IS HAVE ANY KIND OF NEGATIVE EFFECT ON THEM. 
WE SEEK OUT TO WORK WITH PUBLISHERS AND ARE ALWAYS LOOKING TO 
SEEK APPROVAL TO DIGITIZE, RESTORE AND RE-DISTRIBUTE THEIR WORKS 

IN WHATEVER WAY THEY SEE FIT. (PUBLICLY OR WITH SILENT APPROVAL) 


WE HAVE NO INTENT NOR DESIRE TO PROFIT FROM THESE DIGITAL MAGAZINES 
IN ANY WAY, SHAPE OR FORM. NOR DO WE HAVE ANY DESIRE TO FINANCIALLY 
HARM ANY PUBLISHER, EDITOR. WRITER OR PERSON INVOLVED IN CREATING 
THESE, OR ANY OTHER MAGAZINES FOR THAT MATTER. 

WE ARE NOT HERE TO DO HARM. BUT TO HELP PROTECT THEIR LEGACY. 

THAT IS WHY THE PRE-2000 DATE IS IN PLACE: 

TO PROTECT THEIR BUSINESS AND LIVELY-HOOD, AND TO MAKE SURE THAT WE 
WILL BE ABLE TO KEEP ENJOYING NEW MAGAZINES FOR MANY YEARS TO COME, 
WHILE AT THE SAME TIME ENJOY THEIR BACK CATALOGUE. 


WE WOULD LIKE TO THANK EVERYONE WHO MAKES THIS PROJECT POSSIBLE. 
FROM THE ORIGINAL WRITERS, EDITORS AND PUBLISHERS, TO THE CURRENT 
COPYRIGHT OWNERS AND EVERYONE INVOLVED IN ACQUIRING. DIGITIZING. 
RESTORING, PRESERVING AND DISTRIBUTING THESE MAGAZINES. 


ONE LAST THING: 

IF YOU COME ACROSS ANYONE TRYING TO SELL ANY OF THESE DIGITAL 
MAGAZINES, OR PROFIT FROM THEM IN ANY WAY. SHAPE OR FORM. 
PLEASE DO NOT SUPPORT THEM! 


THANK YOU. 


0 iDevice 
Version 


YOU ARE VIEWING THE PORTABLE VERSION OF THIS ISSUE RIGHT NOW. 
THIS IS CREATED FOR OPTIMAL VIEWING ON SMALL SCREEN DISPLAYS. 
IF YOU ARE LOOKING FOR A HIGH RESOLUTION VERSION OF THIS ISSUE, 
BE SURE TO CHECK OUR MAGAZINE CATALOGUE WHERE YOU WILL BE 
ABLE TO DOWNLOAD IT BY CLICKING THE FULL-REZ BUTTON. 


